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| freezing rain fell orer Dark-
devarn, ity of the meres, fod's
ey eloak of ihack wonl wes
sauked aned dripping s li
walked doven the alleys, apace
with thie fescliy Hheat veas Tis niosi
SJaithfd conpersion. He dook
ane sfone step after the ather,

hh e elasping that of

st the Ilack feig wehe laed
h:‘r.«uum liim g during the
fing ypeears sinee his infaney., Ashais fad evied all
right, for yesterday she b felt in fer heart the
Jirst stivrings af the Ceadl, this sumons he Dlack
Seg vonded Bopre o eseape. She D ta idee ey the
Eternals hadl condemned Tiew te the sleep of for-
getfidniess, Dot she wotdled scbieit to i, for she was
el Wlewck feay ennned iy Bleack feyg Do ever failee it
faee of duiy.
ot denvent she mcede arraneements weilh o solicilor
fn enstary it the ergpt where she seas alwod lo
ttielose horsell venain inviclate antil Ter nead -
Keviivig She head eedso takern cere to besgteath Der fors
{1 hr;'ra.l’ s that he would never be troubled b
nicarrcyy as bovig s he livee. Bt she still had one thing
fer ey bofors she could let her spinil feave Flarinin-
elicn A eompfession... o sceret the members of Hi
brothe rlroed would reveal only as i very st resort,
The tinae had corne for Jed o ke, and this mcre
theut anigthing rlse I|'".f."r el ler heart with angeish.
It tescake cary Beaeer e s this distriet of Darkedream,
Buiilt like all the others on the baek of a manatec,
This district r‘rm'ﬂ'wi\rhrm’:; of nenisions, where ofd
rhicges bert orer artigue fores of e - Flenboganee.,
Whent the st was at its zenitl, Ashais and Jecd e
tor i Hiivn rennpant of dark woodd thet separatee the
digtricl proper fronn the gigaric crvalure’s face, |

Beyond lived the Helmsmen, chargee with stee- I

ring the ranater through the river maze of th
Mercenary Republic. Five ngres i black anmor
aned a goung Obselerantist with waxy skin ket
teatelt by the main door, The presence of a black
Jeyy dlissuaded them from pedforming the mianda-
toryy search, Even here, in the heart of a eity dieo-
teel 1o the arts of magie, the mysterions black fey
remnained wntouchalie. The young Obsetraniisi
etpppliced the Helmamen's seal to the sevoll fod Ien-
eleel over, then stepped aside to let then in,

Senell sepuare teweers stood an the aeimael’s heed,
eleepliy ciielioreed in it bone straetre, They passed
Haernn ennid w fiewe meivndes faber came upan an onl-
fearaclish vervone pygrearniel ereeted on the fanes eatie-
ity Designeed to resmain wdenieater while the
tcirteroe suean eldongr the river, it alloveed aceess o
Hie fevry - "I-fﬁ‘rr;n.-.fh Several diegrves of the Sepreare
it Mk liversy bade thene aiter: lshais knewe th
pricarteee eouldnt keep its hfrfr.fnhmr waler e

Sinitely. Before dusk, the viecriypolis el inside th

erniinral’s teeth weandld De i the depths and theore-

ticerlly veenvachinbile.,

Ohthers waiee within the pegrearie. They were
burying a velative aned movrming silerily, J dwearf
efraictly epnpmcnchiedd dlshais ared vespectfudly took: tie
seroll.

“Please fellene me”

They fell into step beliingd hiv, deseending a spi-

ral stairease that led into the ereature’s jow.
mignent beder; it apened inta the beasts mouth, a
T cinel pleasantly warm vavitiy, Despite, plstais’
ﬁm weriings, feel shivered when he gimpsed e

tncibtedter's fangmie sweagging gently in the derkniess,

et the back of the nee: riyprelis. A Moelehen sherren
tees stendding elose by, o Daneer perchied on either
shouller. Each of thie eantivnal’s eetlt heldd Hhree b five
erigpts, resting places for the tost llustrioos deni-
zens af ils district, The dearf shovweed dshais o
hers and opened o simall sifvery door allowing
rureee.

e all yenirs, Sy dshais,” he said while sho-
Weingr theee i, “Veow will see wee Tave el ot
edewnaneds o the lettor, §oeill retrn in an liowur fo seal
Hie: crggp.”

He boneed and left the rmom. With a heaey heart,
Jed let his eyes take in the vervowe raom wehery

Hshais was 1o slumber throvgl the nedt decadios,
'\Iu ficied eiskied for a conm bty beel, a desk, wri-
ting materials, and a Modehan shub whose roots
seertke it thie snanatee’s flosh,. The bush's bervies
wottled provide engdh for hor subsistenee until th
Cetll eleseed ey eypes. Sl r:ﬁuh:r:hlIrurrfnrh.:rlr.!nl'
by a Shaper that would give her an endless sug-
ply of fresh water to staunch her i,

Sed dich’t eletre miore as she ehiceked the eonterits of

the dleshe She ireteineleed o puit to good use wihal it
tivvae: shie heed left o tell her story, o eommil ot
rills of peypser this pnerreny the Call veeraded evase frim




her mind forever. Onee she was satisfied with her |
mspection, she sat on the edge of the bed and bade
Jed do the same. The adolescent slagly conplived
Nows west et be seael, miyg child”, she said while stro-
king his cheek with her gnarted hanl.
“I et h;f;: il, :'uuﬁmﬂ! Jeel whio was holding |
Bk tecors, " For mie, it i as if o were abod (o die”
“Life e cleath ave one, " she whispered., ke viver

anel oeean are one, 'H.lr secrel of death is hididen in -

|
the heart of fe. If you achieve your desting, [ will

live by youe and inggone.”

Aehais” soff voiee broke throwugh ihe dam thal held
bk his grief_Jed closed his r-:_t,in.- el fet the bears
roll dlowent his ehecks,

"Crag, evayy chilel, bt let thisse tears water your soud
ari miake it strong. Onee my fids close to the Call,
gy s weill iy eneay withent regeets, Lieant o be
proued of yow, o krowe theat you weill stayy on the path
I have prepared for o™

"Whet a1t dlo®” He asked, wiping his tears
with ls slecee,

“Toake off yoor shivt, vy ehiled, Dwould like to beliold
yeatd ete feist tine.”

Seed elicd sa and shoneed his baek to glshais, Fiee
years dgo i weas ondy o small burp, Today steon-
gors thoughi Jed a hooelbaek. JTe felt the black
fey's hands linger on the owtline of the creature
reneinner insicle Tis boely, At fivst the presence ter-
rifiect him, J e wis onlly elevers and often ook refuge
in, Ashais bed as she caressed his hack and mung-
bleel conrefearting wordds, . Nene Jie veas sivteen aned
cecepted this mystery of e, He was no longer
afreaicl ared veas sometinaes evercmoved by an alimost
riatherly enotion, '

“We have talked about it so ofien.” she saiel, lnve-
rine the shirt on her proteeds back. “Tknow net whe- |
ther goen el stervive its bivth, B that day gou will |
fol be alope.”

Jeel turveeed Dack o hers
“What s your rrean?”

She heel never hinted there migdi be someone else,

v for the first tivne, he sae rermorse in her

“The seeret s shared h[; a brothertiooed ﬂu‘g:‘
therfwed of the, Flunch.”

eel thewgtut s heart Tead sucldendy stopped beg-
tiriz, So olhers were sharing the same ceperience.

He didn’t knone whether to weep or shout for the
deeps jiny he fell, I
“lavgive me, oy ehilel T eowdel not visk speoaking |
af it before, The Brotherhood of the [ Tunch must |
et elreae attenttion lo itself, anclitg members dao
their wtmnst to enstre nobody diseovers its evis-
enee.”

I fare to meed them!” fed exelaimed.
The black fry's ashen wings flapped weakly i the
half-light of the erypt.

Iﬁmh this...

“In all likelitood, yes, Bt soothe your cagerness,
or it will expose you to danger.”

“Ohther fwnehbacks....” fed whispered.

“Viea, Children like yrarr Nowng people, seasoniings
ared hinrans, rrrrprrmumr! by the Shard of the
SHamboyemee.”

“Why?" Jed protested weakhy. “Why do you tell
e all this nove, when gou go aveay?”

Do not be angmyy, Thae no choive. In order o bring
this ereature, 1 hael b profect yo, to
ke you the eternal strofler, the symbal of this
eifyy."”

HJ{ memories of their countless walks throvghout
the districts of Darkdreqm whirled thirowgh Jed’s
minl The way, Ashais insisted on showing him
all the noeks and erannivs of the muuuu’r‘ﬂ;_;mﬂmi
he w rmﬂ'r_)"r-t-'.‘ il, kriene i c intivneately as his own
Bl

"o nene, the Brotherhood is stumbling in the

elerk, Wee e ot gpet keveonee welieat the Tuariefidsieks veill
deliver ane the diay of birth._fed, theve are only half
ciseone of g toegehwnd [ larronedia, e before
yere, the brotherhoned made saerifices mul I rruM
serrel shivers doven even the Carruphin’s spine.
“Secrifices?”
“Nes. Clhildren like gov, subimitteed f magieal ecpe-
rienerids... that failed. They became muonsters,
uneonirellable cecatures the rotherhood hed (o
luck envay in Pictureworlds of Winter."”

"HrH mie.” fecd moaned. Selm | et like then?”

“A monster? O no, my child, gow are.... you are
the st heaitiful of whal flarmundia has to affer.
Vo are the vessel uf the fure, the erucible of a nne
Hemboyanee.”

She suddendy stiffened and wave out a muffled
welireger:

“shais! Jedd saiel, grabbing her showlelers.

“The Call, ™ she whispereed, “It tormerls e, ffnhl
spreqading inko oy bady. Lisien carefully,” she
aeleledd in a hurried eodee. "You will leare Dark-
chreaim aned g to Koffer o meel sormeone ramed
Mesewetotly, e thief vehio assists the nﬂmﬂmﬁmﬂjfi
will praicde o f le will Tielp gow understaned...
ety oul the experiment,”

The words seemeddto trouble her: Panting, she Tay
o the bed.,

“Telo vot evens have tid 1o save our memores,” she
eomfessed feebly pointing at the deske "Ga avay
nione. Keep our house. Vou will probably harve 1o
corie bk to this eily one dag.”

“Buat wehigy®” Jeed muttered as the black fey's eyelids
were slonely elosing,

“Beeriuse. .. Deeause you cany its soud within gou,”

T be covatineed, ..




ike an Inspired. a Domain is defined by a number of
aspects and attributes. These measurements record gene-
ral statistical information, such as its wealth, its power,
the organization of its military. and the number of its
inhabitants. In addition. they record qualitative infor-
mation such as a Domain’s polirical instability, its deni-
zens’ discontentment, or impending uprisings and
peasant revolts.

A Domain's aspects are recorded in three pairs of
numbers: Body/Dark Body, Spirit/Dark Spirit, and
Soul/Dark Soul.

Body/Dark Body

Body indicates the Domain’s physical power. It is
reflects its population, territory, the number and qua-
lity of its troops, the amount and worth of irs fortifi-
cations, the span and maintenance of its roads, etc. A
Domain with a low Body may be poorly organized,
badly defended. have a declining birth rate, or any com-
bination of these factors,

As for Dark Body, itis a representation of a Domain's
troubles, notably the amount of sedition and revolt
that has to be dealt with. A high rating in Dark Body
indicates the lands are prone to peasant uprisings and
vassals ceaselessly vying for independence. This aspect
is used as a penalty against all of the Domain’s Body
artributes. Should the Dark Body become higher than
the Body, the Domain would fall into civil war.

Four attribures are derived from Body. Like charac-
ter anributes, they are rated from 1 to 10,

ARMY

This is the Domain’s military strength, A high rating
indicates a powerful and efficient military, while a low
rating suggests weak or disorganized forces.

DEFENSE

Defense indicates the Domain's resistance ro inva-
sion. It includes natural obstacles (mountain range,
impassable river, erc.) and man-made ones (fortresses
and keeps ar strategic vantage points). A Domain
with a high rating would be heavily fortified. A
Domain with a low Defense attribute would be open
on many fronts, and ripe for plucking by any ambi-
ticus neighbor.

DENIZENS

Its denizens are the living srrength of a Domain. They
ensure irs maintenance and is prnu:lucuviry. In short,
they perform all that is needed to keep it alive and well.
Wirthout them, the best Domain would soon become
little more than an inhospitable wasteland. A high rating
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can hardly travel for ten minutes without coming upon
a hamlet or a village. A low rating indicates a depleted
and sparse population.

ORGANIZATION

The Organization arttribute gives an overall rating
to many items: the extensiveness and condition of
roads, the number of messengers that use them on a
regular basis, the distribution and quantity of watch
towers, the coordination of the governing powers, etc.
A high Organization rating indicates a widespread and
well-maintained network of roads, with regular patrols,
and a well-structured system of government whose
different branches function harmoniously. A low attri-
bute, on the other hand, indicates that the Domain
has few roads, and each sertlement manages jtself
independently and is unresponsive to the lord’s com-
mands,

Spivit/Dark Spirit

Spirir represents a Domain's power and influence
beyond the physical sphere. It includes financial capa-
city (the Domain’s resources), and information and
intelligence abour its neighbors and the world ac large.

A Domain with a high Spirit is rich and possesses
good networks of handsomely paid informants and
spies, who can provide military intelligence and black-
mail material. On the conmrary, a Domain with a low
Spirit has limited means and cannor afford to gather
information about its neighbors.

Dark spirir is the reverse of Spirit: it gauges the scale
of betrayal, spying, and porential coup d'érats inside
the Domain. A high Dark Spirit might indicare succes-
sion problems (different heirs fighting for the right ro
rule), or it could mean there are many raitors and spies
abroad, looking for ways to profit at the expense of their
homeland. This aspect is used as a penalty against all of
the Domain’s Spirit atrributes. Should the Dark Spiric
become higher than the Spirit, the Domain would fall
prey to a coup d'étar.

Two arribures fall under the Spirit Aspect.

FINANCE

Finance is a measure of the Domain’s economic
resources. It includes the quanrity of valuable marte-
rials that can be produced (a Domain containing gold
or silver mines would have a high Finance rating). Ir
ilso represents the lord’s ability to develop its value,
for example by serring up trade routes, organizing
fairs, and artracring merchants and their riches. A high
Finance indicates inrense and profirable commercial
activity, while a low Finance indicates serious money
problems.

Information appraises the Domain's capacity to gather
intelligence about its foes (and its friends. for that mar-
ter). It provides knowledge of the precise movements of
hostile armies, the schemes of neighboring lords, and local
criminal activities. A high Information rating is typical of
a Domain with an efficient network of deeply entrenched
spies. A low one means the Domain has no news about
the outside world, and often indicates a Tack of interest
among the people about events beyond their borders.

Soul Dark Soul

Soul is the most impalpable of the three aspects., It gives
an account of the Domain's potental for magic, and its
capacity for successful diplomacy, A Domain with a high
Soul rating will probably have a school of the Cipher-
sorcerer, and may be home to practitioners of the Magi-
cal Arts willing to impart their knowledge. It also implies
a good working relationship with the neighboring
Domains. (They may not all be outright friendly, but at
lease their representatives maintain a veneer of cordia-
ity and politeness rowards the lord.} A low Soul raring
reveals a land barren of all magic, to the point where
many people mistrust it or doubt irs existence, For the
rulers of such a land, diplomacy is a word whose mea-
ning is drowned out by the sounds of bartle,

Dark Soul quantifies the magical threars to the Domain,
When this aspect is high. demons run rampant, and
the Masque has sent numerous minions to haunt the
Demain and spread misery with their unearthly powers.

Itis used as a penalty against all of the Domain’s Soul
‘ artributes. If Dark Soul becomes higher than Soul, the

Domain fall prey to magical mayhem.

The Soul Aspect consists of two artributes.

MAGICAL ABILITY

Magical Ability measures the supernatural resources
of the Domain.

If this arwribure is high. the presence of a school of
magic and a good understanding with its mages will give
the lord powerful support and allow him 1o keep even
the most frightening supernatural threars at bay. It
might indicate an agreement with an Obscurantist school
whose members somenimes offer their help. It might also
indicate Remains of the Flamboyance whose magical
properties are known and used. If the armribure is low,
however, nothing stands between the Domain’s denizens
and supernariral threars.

DipLOMATIC RELATIONS

The Diplomatic Relations armribute evaluaces the ries
a Domain maintains with its neighbors. A high rating
means there are treaties between neighboring Domains



ensuring defense and murtual assistance, The surroun
ding lords respect the Domain and have enough trust
in the lord’s good repurtation to twrn to him or her to
settle quarrels. A low attribute implies a tense relation
ship, or even an ongoing war.

Domain Creation

A Domain’s history, from its creation and through all the
events that alter it, cannot be summarized by a few num
bers jotted on a slip of paper. The players must confer with
the Eminence Grise in order to decide on at least a few gui-
delines and anecdotes thar will turn the numbers repre-
senting their Domain into a consistent and living place,

As for determining the numbers themselves, the pro-
cedure is quite simple.

Based on the Domain’s size, all its aspects start ar a
given level. A land managed by a simple knight would
i‘: ve a rating of 1 in all aspects. The lands of a baron
would be worth ratings of 5. and a whole kingdom
could well start with ratings of 10 in all aspects,

Arrributes derived from each aspect start with the
same ratings as the parent aspect, unless the EG or the
player creating the Domain choose otherwise. In this
case one extra attribute point can be added to an anri-

bute for each point lowered from another attribute deri-
ved from the same aspect. In the same way, for each
point by which an aspect is lowered. any other may be
increased by one point. Such changes must be given
rationale.

Furthermore, every Domain gains one point in Dark
Aspect for each point transferred in this way, Imbalances
and weaknesses are beacons for the covetousness of the
Darken and the Masque.

Example: The Molnodav barony starts with mp‘m ritings
of 5. The EG decides thar the flar and  barren
fands thar make nup most of e barony's territory are unfa-
vorable to trade. more so since they do not it il anyrliing
even remotely valuable, So the Spiric Aspeet &8 lowered to 4

This point is reallocated ro Body, allowing the barony to
maintain i good-sized army and ro have a large popula-
riem.

Buir the low Spirit raring will generate a low incoime and
samty inrelligence for the lond. To counter the farter, the player
decides thar the army and the maintenance of the fortrsses
are so costly thar they further lower the Finance arrribure
to 3, increasing the Information armribute o an average 5

Having been subjecied ro rwo modifications (one poinr
cransferred from Spirit to Bady and one from Finanie

ATTRIBUTES VALUE

Army Defense Denizens Organization Finance Information Magical
Ability
1 Suncouth Simple 20 inhabdtants Utter chacs Noincome Mo ousside Magic
[easants earhwen wall nows is & bepend
3 1oworn-oul  Astopeiower 100 inhabitanis A few roads Continuous  Hear abou Dislike magic
soldiers and an annual  money majpor events
wisit from problems
the lord
5 50 trained A fortress 500 to 1,000 A represen- Make ends  Embryonic Cine resident
soldiers inhabitants tative of the meet netwrork Mage
lord in every
village
7 2000105000 A nerwork 10,000 Efficient Twoyearly Extensiveand A school
mern, and of small forts  inhabhiants bureaucracy fairimoney  renowned of magic
many well- isnota nerwori
tralned knights problem
F
10 10,000 Fortresses in 100,000 Complex Major trade  Nothing Mages
to 50,000 all sensitive of more bureaucracy center escapes its MUITEros
men, highly  spots, sirong spies and well-
organized keeps every- integrated
where else in society
Note: This table lists examples of features of a barony-like Domain.

Nedghibors

urk e

AL war with
the el

Tense relation-
ships but no
WTHT

Makes its
niighbors’
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re Informarion), the Domain starts with rwe Dark
Aspects points that the player decides to assign 1o Dark |
Soul

Keep in mind that this system has been designed for
the players, to allow them to design barony-like
Domains. For whole kingdoms or small tracts of land,
defining their parameters is left to the EG, who is in
no way compelled to proceed according to these rules.
The Damains described larer in the present volume, for
example, have been given aspects and atrributes fitting
their descriptions and often unrelated ro this creation
Process.

Domain Management

Once it has been created, a Domain still needs its |
master’s guiding hand to prosper, or ar least to survive
IS enemies

To this end, the skills of Strategy, Stewardship, and
Diplomacy will come in handy.

In most situations, the Domain manages iself more
or less auromatically. As long as nothing our of the ordi-
mary happens, no skill roll or special care is required |
from its lord. But when something extraordinary occurs.
the master of the Domain will have o act,

Each time a roll is called for, it is made using the attri-
butes of the Domain and the skills of the character ten-
ding to the crisis. S0 a diplomartic problem would be
solved with a roll based on the Domain’s Diplomaric Rela-
tions attribute, added to the skill of the individual sent
to deal with in

Die RoLLS AND ADVENTURES

There are two ways to solve a Domain-related problem
Lither the lord wants to play its resolution, in which case
the EG has a good opportunity to launch the Inspired
into a battle or intrigue-oriented scenario, depending
the problem’s nature,

Or the players cannot or do not want 1o play the
sitwation o irs ourcome. The lord ity be absent when
the difficulty arises. and the chamberlain has to face the
problem. Or the problem iself may be devoid of enough
interest to justify role-playing. In such cases. it can be
resolved with a simple roll

STRATEGY, STEWARDSHIP,
AND DIPLOMACY

Military affairs (peasant revolts, invasions, wars. army
exercises) all call for Strategy. It is the skill most practi
ced by the barons of Urgamand, who like to solve all pro
blems with brute force.

Internal affairs requiring management (bad harvests,
negotiating for raw materials, namral disasters) are resol
ved with the Stewardship skill, The Liturgists are experts
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EXAMPLES OF DIFFICULTY

Strategy

Organizing army maneuvers
toimpress the nefghbors: ..o . i 18
Same as above, but with

the possibility of an atack ... .20
Same as abowve. but allowing a s:.nrprhe nﬂm:h 23
Quelling a small peasant revolt ; 1
Quelling a major uprising. ... .. .. e bt 1
Quelling a rebellion of onesvassals . ... .. 20
Quelling & well-prepared rebellion

backed by an ambitious neighbor ... ......... 25
Leading a war against an adversary, . opposed roll
Stewardship

T T s L = 15
Food shortage (series of bad harvests) . ... . ... o0
Ourright famine (harvest entirely destroyed) . .25
Minor disaster (landsfide) ... .. .. o [«

Potentially dangerous disaster {animnl p!nr}ue} Iﬂ
Major disaster (small earthquabe, plague). .

Extraordinary disaster

{(volcanic eruption, endemic plague), . .. . L1 il
Diplomacy

Resolving a border incident . o

Negotiating peace with 6 h&lf-l'mned E-nen'rp o0
Negotiating a ceasefire

with a hereditary enemy. . ... T8 ATva o
Obtaining neutrality in a !a_lmway ‘
war involvinganally. . .. ... .. 1 P v 10

Obraining an agreement for peace and
establishing borders with a passive mbﬂf

Negotiating an alliance . .. ... e A g _m
Hegmiaunq 8 waazy for mutual h&lp un:!
Modifiers

Proxy (sending a representative

rather than going fnperson). ...............+2
Unfavorable situation (impartant

interests at stake, the other pany

is al war and resents the meddling) . ... ..... . #3
Deplorable situation (major interests

at stakes, the war isgoing badly) ..., ........ +4
Desperate situation (vital interests, war last). . + 5
Cither party a heredi

enemy willing to tliskall ... oo ivant +5
Onther party well-known (old-time

aliy. foreseeable Teactions) . ... ... civeserans -2
Strong position (negotiating

a peace treaty with a weaber

opponent already at war elsewhere] .. ... ... -3
Dominating position (negotiating

& ceasefire with a defeated enemy) .. ... ... .. -4
Crushing position

{sovereign against own vassals) . ... .. ..., ... -5




in this field, where their flair for bureaucracy and hie-
rarchy comes in handy.

Finally, when the time has come to negotiate with one’s
enemies, diplomars enter the fray, Whether it is to nego-
tiare rebellions peasants’ surrender with limited blood-
shed. or to petition a neighbor for a loan, a peace mreaty,
or a pact of eternal friendship, Diplomacy is the skill of
the day.

Any one of the eight atribures can be used with these
three skills, A Domain can decide to launch economic
warfare, combining Strategy with Finance, or to pressure
its allies to have them artack a moublesome neighbor,
mixing Strategy with Diplomaric Relations,

Consequences for succeeding or failing these rolls are
discussed later. under ‘Domain Evolution’.

Dark Aspects

There are three ways to increase a Domain's Dark
Aspects: 1) by a roll resulting in a fumble, 2) by a pathe.
tic failure in a scenario that could affect them, or 3) by

warse yet, the Masque.

Fumbles, beyond their nsual catastrophic consequences
(see the AGONE rulebook, p. 153), antomancally raise
the dark side of the Domain’s implhed aspect by one point.
Thus a fumble on a roll of Body + Diplomacy in a crisis
situation involving the Body aspect would raise the
Domain’s Dark Body by one point.

When either or both of the aforementioned Erernals
intervene, things get really serious. If the Domain's lord
is conscious of the menace, he can try to oppose it by
muaking a roll with the involved ateribute and the appro-
priate skill against a difficulry of 30, Success means the |
plans of these powers are thwarted for the time being,
A failure on this roll means a rise in the involved Dark
aspect to the necessary level. So if the Masque had deci
ded to throw the Domain into the throes of civil war,
the Dark Body would receive as many points as needed
to rise | point above its Body rating, Eternals abways have
the deck stacked in their favor,

Eumpir the first crists for the Molnoday Domain, the
result of a botdhed connivance, i a portal linked o the Abyss,
whidh spew forth hordes of demaons. The baron decides ro

destroying the p.[rrml He would have ro roll Ariny + Sera-
tegy, but since strategy is not lis forte he resolves o send
fifs war leader,

The rofl is against a basic difficudey of 15 (the demons
are hard to kill, bur nor so mumerous yet, so the sicwation
is serfons bur not desperate) + 2 (the lord is ot personally
present to boost wp the army'’s movale) + 5 (the demons
will figh ro the last) - 4 (the soldiers have hugely super-
ior risinibers) - 2 (the demons have no choice but to defend
the portal, whicl makes the straregist’s work much easier),
All this muakes for a final difficulty of 16. The general’s

solve the problem by gathering his croops and physically |

- Civi. WARs, C

falling prey to the diabolical schemes of the Darken or, |
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buse is & (Domain’s Army) + 7 (Srrategy skill} = 13. He rolls
a 1 followed by 10 followed in turn by 3, for a final resulr
af I This is a fumble. Nor only are the troaps defeated in
a shameful and ridiculous manner, but abso the Domain
guains a point in the relevant Dark aspect, i this case Dk
Soul,

If the Darken itself had been behind this appearance of
demons, the difficulry of the roll wonld have been raised
ro 30. And what's more, if the general had failed (ewen
withour a fumble), the Domain would have reaped nar 1
hm#;mmu af Dark Soul, which would have been enough
{with the 2 points acquired during the Domain's creation)
ro plunge ir into magical mayhem

AND ICAL MAYHEM

From the moment when one of the Domain’s Dark
aspects rises above its counterpart, its lord is no longer
in control, The EG rakes over irs management and decides
what happens next. In a civil war, the fighting and mas
sacres usually take on such proportons that the lord is
forced to leave hus Domain. In rhe case of 4 coup d'éat,
his throne is taken over by an ambitious prerender. As
for magical mayhem... it is better not to speak too apenly
of this possibility. Suffice ro say, the lands taken over by
the minions of the Masque or the Darken tend to become
unminhabitable,

The Domain may or may not be reclaimed by its pre-
vious owner, depending on the EG's assessment of the
situarion and whether the Inspired finds a way ro reverse
the effects. This could be the objective of multiple playing
SES5I0NS

Domain Evolution

Usually, an Inspired whiose Office involves the mana-
gement of a Domain, whether great or small, wishes wo
see it grow in strength and influence. This necessitates
increasing the population, acquiring more riches, and
all else that is necessary o have it find its place among
the great powers, be it politically, militarily, economi-
cally, or magically.

On the other hand, a Domain can decline, its popu-
lation can be decimared, and its resources used up.

RISE...

There are two ways to make a Domain grow: oppor:
tunity and personal involvement,

& Opportunity

Adventures create relafionships between the Troupe and
many NPCs. Some will be of good will or have valuables
the Inspired can appropriate. These are opportunites.
When one encounters an Office-bearing Inspired, one
can seize the opportunity to directly make the Domain
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grow. There are ne precise rules for this. The EG is free
to evaluate what advantages can be obrained from a
given situation,

The scale of a Domain’s attributes must be kepr in
mind, however, If the Domain's Body is 1. for ins-
tance, taking in a hundred survivors from the des-
rruction of a powerful caravan may allow for a rise in
its Denizens attribute by 2 points. But if the Domain
is already heavily inhabited (with a rating of 7 in Deni-
rens, for example), this added populition would be
negligible and would not provide addidonal atribute
points.

«& Prompting an Opportunity

It is also possible to create an opportunity for the
Domain’s growth, for instance by attacking one’s neigh
bor, This can be resolved by making opposed rolls, using
Strategy .1|nng with the Domain’s dppropriate artribute
(depending on the kind of arrack) against the rarget’s.
Success on this roll means the victim loses a point in

that attribute. which is snatched by the winner. The |

main risk is that, in the case of a failure, the artacker
has made an unexpectedly strong enemy. on top of
having his own Domain lose an attribute point to the
enemmy

It either |'u|rl',r rolls a fumble, two points of said artri-
bure are "stolen” (in addition to the usual repercussion
on the Dark Aspects).

If any of a Domain's ateributes fall 1o 0 (or lower)
through this process, the winner annexes the loser’s
Dornain, in addition to all the appropriate anribute
bonuses

COST OF DOMAIN PROGRESSION

Again, it is essential to bear in mind the exponential
scale of a Domain's artribute values. To annex a small
barony is nothing for a kingdom. For a Domain with a
Finance rating ot 9. for instance. the defunct barony's
raring of 2 would add nothing to its wealth or income.
In order to reap a benefit, you must pick on somebody
your own size

& Personal Involvement

The way to make a Domain grow is by devoting rime
and effort to its upkeep. This option is handled by spen-
ding Inspiration points,

Having an Office and being in charge of 4 Domain
allow the Inspired additional opportunities to earn Ins-
piration. There is no difference between 1Ps gained by
playing scenarios and those gained through Domain
management. All points may be allotted either to the
Inspired’s parameters or to the Domain’s, regardless of
their origin.

The points needed to augment a Domain’s aspects or
arribute are found in the table below.

The EG is free to allow or disallow the allooment of IPs
to 4 Domain. We even urge the EG not to allow it withouw
some rationale from the players. Have them explain how
they will go about making their lands grow and prosper.
If they want population growth, for instance (and have
the IP to increase Denizens by one point), how will they
encourage the arrival of 1|1ar111gram5? By giving away free
tracts of lands? By lowering taxes? By cleansing the area
of bandits? These actions might have different resules
and side effects, and set the stage for future adventures
If there is no logical way to allow a lord's wishes of expan-
sion, the EG is advised not to allow the IF expendinure

...AND FALL

Change Cost
Altribute increase .......: Next rating » 20 ¢ Mlsmal.l sgemment 1 :
Dark Aspect decrease . .. . .. Previous rating X 15 A Domain may not always prosper. |15 soldiers can be

killed, its mines used up, and so on. This kind of mis-
fortune tends to happen when the lord mismanages or
completely ignores his Office and responsibiliries.

The rule system that simulates the fall of a Domain
is based on this assumption. Managing lands is a serious

An aspect can increase only if all related attributes have
ratings higher than the aspect. In such a case, the aspect
is adjusted according 1o the fowest rating. at no cost.

INSPIRATION POINTS GAINED THROUGH DOMAIN MANAGEMENT

Circumsiances Number of Inspiration
points earned
Devoting a whale year to the Domain (no more than 2 nmnﬂnwiﬂmmpﬂmnﬂlmmmﬂ ...... 5
Solving a crisis of Strategy, Diplomacy, or p. depending [;;“F DIF:
Tt ik g - T Y W
AL o o 3
L g N O RS MR G L o= =it
~ L S ST e et ot a0
Problem was solved extraordinarils well (brilliant idea, critical success), .. ... .. | et e S




TIME AND PIFFICULTY

Acroll must be made st the end of each time incrément.

Time Away Roll DIF*

emonths ...... 12
amonths . ..... 12
12 months . ....12
i4months . ... 14
16months .. ... 4
1amonths .. .. 16

20months ... .. 18
2months ..... 20

{and so on. with a roll every two months)
DIF Is increased by 2 points every other roll.

*the 2 madifier due 1o delegated responsibilities is already
faciored in

business thar cannot be handled without proper consi-
deration. A lord must care abour his wite and children’s
safery, set aside the supervision of the men responsible
for the defense, erc. Treating an office as momentous as
the management of a land and its inhabitants in an
careless way paves a path roward general discontent. if
not an outright upheaval or berrayal. What surprise can
be as unpleasant as finding thar your own wife, after you
went adventuring for “only two years”, thought you
dead and married one of the neighboring lords, who now
runs your Domain?

S0 when a lord is absent, problems come up which
need the steward in charge to make a roll with the

appropriate skill, The longer the lord’s absence, the more
tangled the problems become until something goes
beyond repair {consequences for failing a roll are dealt
with below).

In the following rable, the Time Away' column states
the length of time since the lord last stayed on his lind,
Should the lord come back and leave again in short order,
the clock keeps ticking, He must spend at least two weeks
tending o his obligations (dispensing justice, ratifying mea-
ties, seeing his vassals or liege, erc.) for the reckonings of
time and difficulty to start over from the top of the table.

«& Bad Luck

Each time a crisis comes up that is not correcrly hand-
led by the lord, eithér due o a failure to complere a sce-
nario or through a bad roll (whether made by the lord
himself or 4 representative), the Domain can weaken.
The method is as follows. A normal failure means the
implied attribute (the one the problem was about, not
necessarily the one used for the roll) is lowered by one
point. The exact consequences are left to the EG's dis-
cretion, who might decide that the Domain's anributes
remain as they are or that more than one point is lost,
in one or more aaribures,

When an amribute drops to 0. the Domain is aban-
doned. The population leaves, the soldiers desert, the
mines cave in. the merchants avoid it and find another
trade road, etc. The Domain must be rebuilt. if possible.

Alternatively, the EG may decide that the Domain is
annexed (see Prompring an Opportunity’) or falls prey
to a catastrophe (see “Civil Wars, Coups, and Magical
Mayhermn'),




ear master,
You asked me for a Jr1ﬂ'q;f report on the Hai Shul
" !I,r.?r.’i'.!.lrk‘.lfﬂjh‘.ﬂr. Here it is: ;lr.',-?pr'f;' some simtiari-
tres, Jr.u'n‘:'i'ulr.'..ll:.‘t'ﬁf ig not f'.h'o:'r..mu-fr'.}f:f,
The complexities of L-J-Jgﬁhfﬂr.'.r.:f carmol be sum-
med up in a few pages. Nothing hrra is simple.
Evan the smallest details are given imporlance.
Luu:;l'uﬂm:.;f i1g a city-stale isolated in a ,ilfrau:r'ng
r'dlrircgp surrounded :‘r~y hostile mountains. In spite
of its seclusion, it bustles with -'IlfL- it has Dpw!i:'dr
its gates to the world and is Jl'rmrr.:rus !f?mliy;muf
1 Fra the Realms.
: o The Hai Shul is the ar..irgusf ."..’anr:'ng canter .:"J[- the
ay” 1 ~ Princely Communes, It is the place to meet alites
A A and scholars _H’nm around the world.

Imagine tieo np.ru'ls.;'dl traditions: the inposing
decadence ;1J|r the princeans and the m!.rsﬁra.l'l paci-

3 fism of the Jia Min,
f Imagine Bornu:'ﬂ':rlr” without its secrocy and
th‘ki‘ll‘dl'l profection

Imagine an exceptional School apen la everipane

..‘ [“pmrhl’u.:ir .flrluy can u.;‘.lf-.l':"'r:ﬂr !'r{r:' _IE.‘J:"F.J.

- [ Imagine the most ancient filbwarice q.l'r Harmundia,
"4 RS accessible to all
."‘
G- "'-7{' z Imagine intrigues without end, spun by fraterni-
L _‘__ g'.l;i"'_ \L ties that view mystery as a way ..1;'. Jrlf.
,f“u '-\.\- . Here I have learned fand am ii'.!r'mug still) that

knowledae can be a commodity much fought over,
a !!J‘r‘:;" ;."‘1.-‘-.1;'J|It‘ J’H'L‘ \.J'J‘hlll Hrr.u" _III:"'.
I can offer but a glimpse of it.

History

ORIGIN

During the War of the Seasons, the Eaglefine Moun-

tains were @ very important battlefield. The Doved Val
ley, despite its relative isolation, was the headquarters
of a renegade Winter faction,
'y Under the leadership of Laeghon, these seasonlings
! refused to submit to the Lady of Winter's authority. From
! his fortress of L;it'ghnlmﬂ.:r.f. Laeghon crowned himself King
A of Winter. They resisted for a very long time. The barle
\ of Laeghdoved., which marked the end of this phase of
the war, was an episode of unspeakable savagery and
astounding violence. After many months of atrocities,
y Laeghon was defeated and Laeghdoved was razed, bur
- FLD Winter had scarred the place forever,

THE SHUL KAO

After the Hamboyance, Laeghdoved became a memo-
rial to the war victims.



LAEGHDOVED |

Realm : Princely Communes _

Ruler : meritocracy ruled by the Sen Ido and the
council of the seven Venerables

Strength: varies — on average half a score of Inspi-
red and between 2,000 and 4.000 Dullen

BODY : 61
Army: 7
Defense:6
Denizens: 6
Organization : 7
SPIRIT : 5/3

Finance : 5
Information : 7

SOUL : 7/7
Magical ability : 7
Diplomatic relations : 8

GLOSSARY

The School

i Eldin : senlor teacher

«A; Hai Shul: "The Wisdom of the Eternal™ — the
school

o lio Taidw: the administrative arm of the school
v Tio Min: an efite group inside the school
mm;n'm',m_ﬁmmmﬂxhﬁ.
These are the Wayg of War (Won Kao), the Way of
Peace (Kati Kao), the Way of Science (Daeli Kao),
the Way of Art (At Kao). the Way of Magic (Xios
Kao) and the Way of Women (Qyn Kao).

& Kedan: apprentice (an advanced student)

<l Min Taidu: the administration of the schoal
o Sawall: "companion” - a young teacher

< Seng: "venerable” - a "dean” of one of the Ways
ke Seng Ido: the ruling council of the school

e Shavem: rank

i Siba: visitor

< Siba: the main office of a Kao

ch: Won Taidu: the police of the school

ch Zitos: a student

The City

o Liposk: the militia of Prince Viade|

& Sotiumin: “The Palace of the Circle™ - the buil-
ding that houses the administration of the school
< Ugi: district

During the rise of the Septentrion Empire, a handful
of human settlers came to the Doved Villey and were
imbued with a message of love and peace radiating from
Laeghdoved. L"rppmrd to all forms of violence, they were
interested only in meditation and the search for ultimare
wisdom. Thus was created the Shul Kao, or Way of the
Wise. Slowly its teachings spread beyond Laeghdoved.
A network of monasteries came into being, first on the
fringes of the Empire, but eventually integrating with
society. Preaching against violence, the brothers of the
Shul Kao sometimes came out of their isolation to coun-
sel the leaders and nobility.

THe Jio MIN

By cooperating with the Empire, the brothers of the
Shul Kao became a target for the slaves’ hatred. (The
slaves of the Septentrion Empire, whose revolt. some
time later, destroyed the Empire and gave brith to the
Princely Communes and Lyphan.) Their message of uni-
versal peace and their willingness to arbinare all conflicrs
eventually turned them into enemies of anyone with a
reason to fight

When the Empire fell, the Shul Kao monasteries were
all destroyed during the ensuing uprisings. Only a few
survivors, by renouncing their tradition of non- violence,
were able to preserve a handful of their ancestors'secrets.
They gathered in Laeghdoved, where the Shul Kao phi-
losophy had been born. Its heirs created the Jio Min -
the circle-cross.

Here, removed from the rest of the world, the Jio Min
slowly rebuilt what had been destroyed. Under the gui-
dance of their elders, the brothers of the Jio Min devo-
ted themselves to study and the quest for perfection in
the four Ways, symbolized by the four branches of their
cross: the Won Kao (the Way of War), the Kati Kao (the
Way of Peace). the Daeli Kao (the Way of Science), and
the Atu Kao (the Way of Art).

For a long time, the Jio Min remained a closed and
wary community. Only the brothers of the Kati Kao
o ..hu.ﬂmlh«' left Laeghdoved, but when they went down
into the Doved Valley, they were greeted with some hos-
tility by the princeans

THE ALLIANCE WITH THE ERZELSKI

In the year 834, Yevan Erzelski, Prince of Kilaia, deci-
ded to expand his territory by amtacking his weakest
neighbor. But as he was planning his conquest of Laegh-
doved, the Prince received a visit from Siu Wan, the
elder of the Jio Min, Nothing transpired at their mee-
tings, but it marked the beginning of an alliance between
the Erzelski family and the Jio Min

In exchange for the independence of Laeghdoved, the
Jio Min provided the Prince and his lineage with trust-
worthy and efficient counselors,

This cooperation was beneficial to the Principality of
Kilaia, which in a few years became a major power
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THE TicoONOV | THe HAl SHUL

A dwarven community with links to the Square came
to work for the Jio Min, at the Erzelskis’ expense. These
builders were dubbed the Tigonow, from the name of their
founding master architect. Their first task was to build
a reliable road between Kilaia and Laeghdoved. It took
years to complete the Treli Skia ("straight road” in Kie- |
menite). This work, which includes no less than three
viaducts, allows ravel between Laeghdoved and Kilaia |
even during the worst conditions.

Afterwards, the Tigonov started working on the impro-
vement of Laeghdoved, foremost by erecting the Sotiu-
min (“Falace of the Circle™), which today is the heart of
the ciry.

THE Noke GovLim

in 981, Osev Erzelski decided that the o Min had bene
fited enough from the current state of affairs, and that
his principality had more to gain by annexing Laeghdoved '
than having free counselors. He broke the pact of 834 |
and sent roops toward Laeghdoved.

During the ensuing Noke Govlim (“Night of the Cra- |
ter” in Kiemenite), Laeghdoved won its status as a major
POWET. |

All seemed lost as the army drew near, but as night
fell, a freezing fog rose over the entire valley, In the cold
darkness, the Kilaian army was decimared by avalanches.
blizzards. lightning storms, and earthquakes. The forces
of Winter were unleashed with a violence unseen for cen
turies, and only the works of the Tigonov remained |
standing,

In addition to routing the invaders, these phenomena |
provided Laeghdoved with an unexpected protection. |
In the morning, when the storm and the freering mists
had dissipated, a circular wall of stone surrounded the
city, as if it had been builtin the middle of a crater. This
uneven rampart, over thirty feet high, was promptly fit-
ted by the Tigonov with gates, towers, and a covered walk-
way. The Govlim (the wall) became the symbol of
Laeghdoved’s independence.

One week later, Ydan Takeno, elder of the Jio Min,
paid a visit to Prince Osev. They negotiated bitrerly for
a month before signing a new treaty. Laeghdoved
became an independent city-state whose purpose
would be o shelter the Hai Shul (the Wisdom of the
Eternal). a universal school devoted to reaching and
research.

The Hai Shul took over the administration of the
four Ways (the lio Kao), each ruled by a Jio 5eng. The
Jlio Min ceased being preeminent - dissolved in the hie-
rarchical structure of the Hai Shul, ir remained a caste
reserved for the most prestigious teachers and the most
promising sudents,

Under the guidance of the Seng ldo ("Coundil of the
Venerables™) Laeghdoved prospered. The Erzelski family
was on the decline. and the Hai Shul became the trai-
ning ground for the elite of the Princely Communes, esta-
blishing its reputation throughout the world.

X105 Kao, THE WAY oF MAGIC

In 1130, thanks to its position with the Shining
Star, the Scarlet Circle (¢F. AGONE p. 27) was able o
modify Laeghdoved's constitution. The Seng had o
accept a new member in their council. Magic became
the fifth way, led by the Xios Seng. The goal of the Scar-
ler Circle was to seize control of the Hai Shul, but the
defeat of the Shining Star by the Wild-Reachers in
Maechrak caused the wizards to lose most of their
influence and they abandoned their plans to rule
Laeghdoved.

QN Kao, THE WAY OF THE WOMAN

In 1431, the growing influence of the Widowlands in
artistic and scentific matters imposed changes on the
social hierarchy. So far, women (and female seasonlings)
were forbidden from entering the Hai Shul, be it as stu-
dents or teachers. Under outside pressure, Laeghdoved's

| constitution was once again modified. A new branch

was created - the Way of the Woman - and a seventh
Venerable, the Qyn Seng, has had a sear on the council
ever since

RECENT EVENTS

In 1441, the Kat Kao was invalved in a serious scan-
dal. It appeared that some of the aroworks and the tomes
belonging to the Hai Shul were being secredy sold to
foreign scholars or collectors, and the Kat Kao grew
rich at the expense of the Hai Shul's property. When the
crime was uncovered, the Kari Seng Ganelkov Chipric
killed himself ro salvage his honor. bur since then, the
Kari Kao and its fascination with money has been frow-
ned upon by the other Ways.
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Geography

GETTING TO LAEGHDOVED

The steep-sided Doved Valley runs down from the
Eaglefine Mountains to the plains of the Princely Com-
munes in the west,

The town of Kilaia is located ar the bottom of the val-
ley, halfway between Lakmashi and Sasmiyana, a week's
miarch from Tslama, This city is in the hands of the Yle-
now family,

The Treli Skia allows an easy journey from Kilaia to
Laeghdoved in two days. The road is safe and much tra

veled. About an howr from Laeghdoved, the viaducrt of |

Gorshk marks the end of the Frzelski lands.

SURROUNDINGS

Laeghdoved is surrounded by steep and forbidding
mountains, the White Peaks. Except by going west on
the Treli Skia, into the Domain of Prince Vladej Erzelski,
it is impossible to gee further than ane and a half leagues
away from the city without an experienced guide and
proper equipment.

As the weather is very harsh, the subjects of Prince Via-
dej tend to live close o the city. During the fairer sea-
sons, shepherds go up the mountain pastures, using
some old ruins as shelter. Trappers sometimes venture
into the White Peaks, even during the heart of winter.

LAEGHDOVED

A traveler approaching Laeghdoved cannor fail ro |

notice that the community is split into two distinc
cities: the surrounding town of Doveda, and Laeghan,
the walled ciry.

This duality is reflected ina political division as well.
Doveda is officially under the rule of Prince Viadej, while
Laeghan, inside the Govlim, answers only 1o the autho-
rity of the Seng ldo.

The Govlim, standing high in the center of Doveda,
conceals most of the Hai Shul's buildings. But the visible
tops of the highest towers, like those of the Sotumin,
are enough to reveal the contrast between beautiful and
wealthy Laeghan, and shabby and grimy Doveda

DoveDA

Divided by the Doved River, a temperamental stream
unsuitable for navigation, Doveda is a strange town. It
is populated mainly by those who have no place inside
Laeghan. Wonen are not the only anes who have trouble
gering into Laeghan. Feasants. trappers, and even some
merchants are not welcome inside the Govlim without
special permission. However, all the residents of Doveda
(arleast the male ones) usually have the opportunity
L enter Laeghan ar least once or twice a year to meet an

employer, to fulfill a contract for the Hai Shul, or for some
other reason.

The dwellings of Doveda are mostly small wooden
chalets. None of the buildings are very large or rall, as
anyone artaining a status high enough to warrant such
accommodations finds a way to live inside Laeghan. As
a result, Doveda has an unfinished appearance.

Officially. Doveda is ruled by the Erzelski family and
its militia, the Liposk. But the Seng ldo doesn’t always
see it this way, and there are frequent interventions by
the Won Taidu (the Hai Shul police) who often venture
outside the Govlim.

THe Goviim

The wall of the crater, thirty or more feet high and four
to siy feer thick, is roughly circular, s top was firted by
the Tigonov with a crenellated covered walkway that
encircles Laeghan.

Six gates have been drilled in the Govlim, one for each
branch of the Kao. The original gates were the Won
Tulev to the north, the At Tuley to the west, the Daeli
Tulev to the east. and the Kati Tulev to the south.

Two additional gates were constructed later: the Xios
Tulev to the southeast, then the Qyn Tulev to the sou-
thwest,

Entrance to Laeghon is carefully regulared by rhe Won
Taidu, The guards are painstakingly punctilions in enfor-
cing the regulations, for they know that their first misstep
will have them replaced.

Passing the Govlim is @ memorable experience. It is
always colder (by three to five degrees) inside the enclo-
sure. This is one of the signs of the mark of Winter on
Laeghdoved. Though its intensity varies, the influence of
Winter is permanent and pervasive,

LAEGHAN

Laeghan is divided into large districts (called Ugis), each
corresponding to a Way of the Hai Shul. Four grear ave-
nues (Tien lead from the Govlim 1o the Sotimin, in
the center of Laeghan. Each starts at one of the four ori-
ginal gates and runs through an Ugis. The Won Tien, for
instance, goes from the Won Tulev. through the Won
Ugis, to the Sotiumin.

The four Jio Ugis are the most developed, with luxurious
stone buildings ere:md by the dwarves of the A Kaa.

The Xios Ugis to the southeast and the Qyn Ugis 1o
the southwest are each endlased by i strong fence to limi
access between these districts and the rest of the city.
(Wizards and women are unwelcome in the other Ugis.)

Access 1o the Sotiumin is restricted, The Palace of the
Circle is a prue fortress, and it is also considered a holy
shrine, where the most precious secrets of the Hai Shul
are kept. The Sotiumin is in the hands of the Min Taidu,
the powerful administrative branch of the Hai Shul,

Each way of the Hai Shul has a main office (called a
Sika} locared in ies Ugis. This is where most of the les-



sons take place, and where the teachers meet. The Daeli
Sika, center of science, holds the most important library
of the Hai Shul (the largest in all the Princely Com
munes). However, the rarest and most precious volumes
are kept inside the Sotiwmin,

LAEGHON

Beneath the Sotiumin, in a deep cave, rests Laeghon.
Contrary 1o what people think, he was not killed, bur
magically preserved inice, so he can mull over his mis-
deeds for eternity

Laeghon's crypt overflows with Shards. The primary
emetion they bear is humility, and the secondary emo-
tions are loyalty and patience

Shard’s value in Laeghdoved is (on average) | inside
the Govlim, 3 inside the Sotivmin, and 7 inside Lae-
ghor's crypt

During the winter solstice and the following few days,
these values increase by about one point They are usually
a bit lower during the summer

The existence of the crypt is a well-kepr secret, and only
a few members of the Shul Kao know how to ger there
ey use the aura of the place to test the loyalry of then
new members during the winter rites.

Ovganization of the Hai Shul

THE Kao

The Hai Shul is divided into six Ways according to the
fields of study.

The Won Kao covers all the warrior arts, notably the
use of weapons and military strategy. As it dates back
to the time of the Shul Kao, ancestral martial arts are
still taught to the most gifted students (who are usually
members of the lio Min),

The Kati Kao is the most varied branch. The Way of
Peace concerns all that helps people live in harmony
mcluding foreign lainguages, polines, diplomacy and wrade.
There are rivalries between the Kati Kao and the Daeli Kao
over which Way should handle some of these fields.

The Daeli Kao is the bookish study of subjects as
diverse as medicine, history, mathematics and botany,
It is the Wiy that contributed most to Laeghdoved's

| reputation throughout the Realms, and so it has the

largest body of students,

The At Kao involves the study and practice of the arts.
Except for the teaching of architecture by the Tigonow,
the Way of Art is relatively under-developed, mainly




because of competition from the Widowlands” wealthy
medusi. In the last few decades, it has become increa-
singly difficult for the Hai Shul 1o obtain pieces (or
artists) of significance.

The Xios Kao is the study of magic and Dancers. This
branch is under the authority of the Cipher-Sorcerer
(or more precisely the Scarlet Circle)

The Qyn Kao is the only Way that has no clear theme.
It appeared as a means for women to enter the Hai Shul.
The fields taught here are not restricted to any branch
of studies. This is a motley gathering of subjects. for
which the only limitation is the proficiency of the fermale
teachers.

THe TaiDu

Three main groups support the Ways of the Hai Shul.

The first, the Won Taidu, is the Hai Shul milina. It
ensures Laeghdoved's securiry.

The second, the Min Taidu, is the Hai Shul adminis-
tration. It is in charge of coordination with the Kao.

Lastly, the Jio Taidu contains all the other employees
of the Hai Shul, including the Tigonov dwarves who
construct and maintain the school buildings.

Officially, the Taidu are in the service of all the Kao
In practice, the Won Taidu serves as the armed Fst of
the Won Seng, while the Min Taidu is the Min Seng's
Instrument.

As for the Jio Taidu, it answers, through the Tigonov,
to the A Kao,

THE SHAVEM

The Hai Shul is organized around six different ranks
that make up the Shavem. They do not truly encapsu
late all of the intricaciesof the Hai Shul's hierarchy. as
there can be important variations in salary, status, res
ponsibility and prestige inside any one Shavem. But the
ranks are the most visible feature of the power struc
ture. When addressing a superior, one is suppased to
mention his or her Shavem in additon to their name.
The person’s Way can also be appended to the name for
addirional specificity.

Sorme examples are "Siba Karl”, "Daeli Zitos Tania of
Olbec”, "Min Kedan Sturim”, and “Wueldin Akim Elga-

ar”, These examples don't even take into accounr the
various honorary functions and assorted titles borne by
many who enjoy being reminded of their position. The
art of conversation is no easy thing inside the Hai Shul!

The lowest Shavem is the Siba (visitor), They are
usually people staying for only 4 short time who are
issued temporary passes, They are not allowed to attend
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any lessons, Some merchants (and the families of
important teachers) are granted the exceprional sta-
tus of Aransiba (permanent visitor), which never
expires. The Siba have almost no rights compared ro
the other Shavem.

The first school-relared rank is Zitos (student). This is
the most common status in the town. It is granted for
up to six monthsand can be renewed depending on the
studenr's results.

This status only allows aendance of dasses. It is obrai-
ned by paying a registration fee that varies according to
the student’s merits. An entrance examination deter-
mines the amount to pay. The less talented the student.
the more he or she will have to pay for his training.

The Kedan (apprentices) are split into two groups: the
Bokedan and the Lirkedan.

The Bokedan are advanced students groomed for
research and teaching, They are Zitos that have com-
pleted a curriculum of three years of advanced studies
in a particular Way. The status of Kedan is given to them
tor two years, and can be renewed. The Bokedan serve
a professor, for whom they perform menial tasks (get
books from the library, copy texts. ete.). They are paid
a small sum and must pledge nor to leave Laeghdoved
withour special authorization. They specialize in one
field of study, and are expected to produce an innova-
tive and promising work during their term. A jury pre-
sided by the Seng of the Way decides whether the work
has merit. In this case, the Bokedan is admirted into the
next rank (Sawall).

The Livkedan are students in the employ of the Hai Shul.
They receive tutoring, but their lives do not revolve
around rtheir studies, as they use their skills to serve
their masters. Some Lirkedan are directly hired as such,
without going through the three-year cycle as a Zitos.
They must however prove their expertise before they
are admirted.

The Sawall (companion) is & young professor. From
this rank on up, members of the Hai Shul belong to
Laeghdoved's "nobility”, and consequently fenounce
any titles they had borne before. This is why very few
Princean nobles pursue their studies beyond the rank
of Kedan.

sawalls do most of the teaching, dassify rhe subjects,
and supervise the Zitos. They are well paid, and if they
are zealous and establish themselves in their Way, they
can earn even higher salaries through a system of hono-
rary bonuses and research grants.

The Sibsawall rank is sometimes granted for a period
of six months to a year to young teachers invited to
Laeghdoved. The Hai Shul likes to boast that it has world
wide specialists in every field. In exchange for an impres-
sive salary (and/or access 1o rare books), the Sibsawall
give high-level classes and do research with the Hai Shul
teams, Some foreigners discover Laeghdoved in this way
and end up serling for good.

The Eldin (masters) are the highest-level professors. This
status is granted for life and can be revoked only by the
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Seng Ido. The Eldin only teach the most advanced classes Ho C
{they instruct Kedan, never Zitos) and devote them- O LHIDE
selves mostly ro research & Min Seng

Some foreign professors may obtain rhe much
sought after rank of Wueldin, They ger the advantage
of the status of master but are allowed to leave Laegh-
doved on a regular basis without jeopardizing their
position,

The Semgs (elders) are the direcrors of each Kao. They
are elected for five years by all the Eldin of their Way
The seventh Seng. the Min Seng, is truly an elder, as this
ritle falls to the oldest brother of the Jio Min stll active
in the Hai Shul. Each Seng carries one vote in the Seng
Ido.

THE Jio MIN

The Jio Min is a Way outside the Ways - asort of lodge
that has lost its mystical aspect but still carries polirical
cdlout and organizes an official system of favoritsm.

Those that belong to the Yo Min bear the title of Min
instead of the name of their Kao. This designation is the
sign of many prn-il.t'gﬁ.

For example, the brothers of the Jio Min have it easier
with the administration for all they undertake. Min
Zitos are the only students freely allowed ro artend
classes taught in another Kao. Min Sawall are paid bet-
ter for fewer duties.

In short, obtaining the title of Min means rising above
the fray of the Kao, under the direct tutelage of the Min
Taiduw.

This is an invaluable privilege. Barely 1'% of the mem-
bers of the Hai Shul belong to the Jio Min, To become
i brother one must be chasen by a Jio Min cell and
invited to a number of secrer meerings. If the appli-
cantis deemed worthy, he is initated in @ naditonal
ceremony.

People of Note

PRINCE VLADE) ERZELSKI

The Prince is a bitter man. His family once had great-
ness, but the betrayal of Prince Osev was the beginning
of their fall. Piece by piece, the Erzelski have lost every-
thing. Nowadays, they survive only through the good
graces of the Hai Shul. which lets them manage the
lands around Laeghdoved. The Prince’s miliga, the Liposk,

The Min Seng is now 83 years old and even though he
still has all his mental faculties, he is not ready for things
to change. He fought against the creation of the Qyn Kao
and the admission of women to the Hai Shol. He has fond
memaories of the “good old days”. For him, progress is a
form of perversion, a taint. In his own way. this reactio-
nary old man is a great opponent of the Masque. But he
is trapped in an outdared system of castes and traditions
that no longer reflects the reality of Laeghdoved.

The Jio Min is now only the husk of its former self, an
institution devoid of meaning thar has fallen inte the
hands of ambitious and unscrupulous men. And Ho Chide,
estranged by the enthusiasm for progress of the Cyn Seng,
descends deeprr every ifay into his dosed-mindedness.

BAYUD OSHRAM

oA Kati Seng

A native of Keshe, Bayud Osham has an innate tai
for human relations. Depending on the situation, he
knows how to make himself liked or feared. He is also
unscrupulous enough to have become, at the age of 34,
the youngest Kati Seng in the history of the Hai Shul.
The scandal that led to the demise of his predecessor did
not taint his reputation, but he understood the need for

| caution as he saw the Hai Shul did not yet understand

its awesome commercial potental.

Bayud has developed a neowork of influence inside the
Min Taidu, and he makes arrangements to control part
of Laeghdoved's trade, mainly with the Keshite Empire.
Though techmically not illegal, these methods are dearly
questionable. Fear of discovery has so far prevenred him
from taking them a step further.

PATRIL LEO

| «& Daeli Seng

is & bunch of inefficient and corrupt bullies that can't |

even come close ro the Won Taidu.

Living in his manor full of memorabilia, Viadej can-
not help but reflect on the past. He would like to find
a way to regain the upper hand, but he cannot see how
to go about ir. He has for now sent his five children

(three boys and two girls) into the Hai Shul, hoping |

that their studies will provide them with the means to
restore the family's power,

This highly skilled dwarf is not only an outstanding
erudite, but also the secret head of the Shul Kao. This
covert brotherhood knows about the crypr under the city
and celebrares the ancient Shul Kao teachings. Paril
tries to resolve the Hai Shul's underground conflicts.

Since the last Shul Kao ceremony, he has felt a threat
gnawing ar Laeghdoved and has realized that the wintry
presence inside the cryptis in the process of freeing itself.
Despite all the documents he has gathered, he sall doesn’t
know whar he's up against. He has considered sharing the
secret with another Seng to help solve the problem. but
hesitates berween Drek Mordant and Esvam Ideritch.




ANOCH GRIESS
tk .A-m SEIIg

This elderly satyr has found a way to sublimate his
sexual drive into artistic inspiration. He insists that to
stir emotions, Art irself must spring trom emotion. He
is an accomplished sculpror, with also a few gifts for poe
Iy a il painting. Compared to the other Sengs. he is a
bit eccentric, and too fickle 1o wield any real influence
inside the Seng Ido. But he is extremely popular among
the Tigonov who, knowing the city better than anybody,
give him strong support.

Anoch Griess is also a deeply wounded individual
Some artists can create enchanted opuses, but he has been
denied this talent. This has led him to a strong jealousy
of the Concordists, bordering on hatred

Esvam IDERITCH
<& Xios Seng

The bastard son of a prince from one of the southern
city-states, Esvam lderitch found his calling in the Cipher
sorcerer. He is a commonplace Edlipcist, but has grear skill
as a diplomat and was able to ingratiate himself with the
Obscurantists. His role in Laeghdoved is mainly to check
that the orders from his superiors in the Scarlet Circle
are duly obeyed. Monopolized as it is by various cere-
monial duties, the Xios Seng serves more as a figurehead
than as an actual decision-maker. This is the only reason
why the position is not filled by an Obscurantist.

Magic retains a very somiber dppearance in I.Jrgluiu
ved, and young princean nobles willing to study this art
are rare indeed. On the other hand, many of the next

DREK MORPANT

the defender uses his shield to strike,
rolling an immediate shield atack
at-3

The Light of Honor {Action) |Ogre
ae: 21]

Requiramenis: carrying the inftia-
tive, get & 3M o 9 or more, oppo-
nent must be armed. and must be
SIZ +1 or smaller.

Despite having the initiative, the
fighter wails for his opponent to be
ready and launches a surprisingly
strong and precise attack inside the
opponents blow. This attack does
normal damage in addition (o being
a Disarm maneuver.

Combat

Initiative: 18, Ogre axe 19, Knight
shield 15

Melee attack: Ogre axe 23, Knight
shield 22

Melee defense:

Dodge: 11

Parry: Ogre axe 21, Knight shield 26
Ranged defense; 5

Typical quote: -
“Wretched stranger, you contra-
vene the rules of the Hai Shul, |
Jhave no wish to shorten your life,
but you are dishonoring your
: Amend gourself or pre-

Race: Ogre Fortune points: 4
Age: 41 Flame powers: lron witl
Height: 6'4” (SIZ 0) Darkness; 3
Weight: 207 Ihs. Perfidy: &
MY: 3
Skills:
Attributes Courtly: Diplomacy 5 Eloquence 5,
Eriquette: Military 4. Stewardship 5,
Flame: 2/0 Traditions: Princely Communes 5
- Knowledge: Alphabet: Septen-
Body: 470 trian 5, Geography 4. History &
Body bonus: +4 legends 3, Language: Kiemenite 6.
AGlity: 9 Language: Keshite 2. Language:
PERception: 5 Mercerin 4. Law 6 Season: Sum-
STAmina: & mer 5, Strategy 9, Surgery 5
STRength: 9 Rogue: Hunt 6, Intrigue 3. Gam-
bling 5. Stealth 4
Spirit: 2/0 Trials: Alertness B, Athletics 5,
Spirit bonus: +2 Climb 5, Dodge 6, First Aid 7, Ride 7,
INTeligence: 5 Survival 6, Swim 5, Weapon: Axe 10,
WiLlpower: 7 Weapon: Brawl 7. Weapon: Cross-
bow 5, Weapon: Shield 9, Weapon:
Soul: 20 Sward 4
Soul bonus: +2
CHArisma: 7 Assets, Faulis, Gifis, and Sor-
CREativity: 4 TOWS:
Office (Won Seng), Artful thruses
Secondary attributes {Fire under the River. Great Buck-
AlM: 7 fery, the Light of Honor)
MEL: 2
HP: 54 Fire under the River (Reaction)
5WT:18 [Shield, 17]
CWT: 27 Requirements; not carrying the ini-
DB: +2 tiative, opponent gets a SM of -5 (or
worse) against the parry
In addition o deflecting the blow,
&m Init. Aut, Def.
ygre axe +1 0 -2
Knight shield -3 p +4
Armor: partial chain mail {penalty -8, prot. 11)

Dam. s1z
+81(5) o
=1 {C) o




generation’s rulers use the opportunity of their stay in
the Hai Shul to meet and socialize with students that
are on their way to becoming full-fledged mages.

Esvam sees I'.‘I."'rl”'ll'l what his superiors expect of him.
He doesn't want to be merely a tool of the Scarler Circle,
He is mindful of all that happens in the Hai Shul, and
seeks allies with whom he can obtain power,

Drek MORDANT
<& Won Seng

This ogre embodies one of the Hai Shul's successes. He
came as a mercenary, rose through the ranks of the Won
Taidu, and finally turned to teaching.

Though he is a seasonling of Summer, he has accus-
tomed himself to the wintry atmosphere of Laeghdo- |
ved, He is an accomplished master-at-arms who arranges |
his life according to strict principles. Everything in hlrn
stems from his sense of duty and integrity. He obeys the
Min Seng faithfully (but not blindly)

Drek Mordant is an Inspired and he has guessed part
of the Masque's nature. Confronted with Perfidy, he
tries to escape from all corruption by hiding behind his
code of honor,

OLGRETA SAVANSK
<& Qyn Seng

This energetic Princean woman & an ardent supporter of
the Women's Revolt. Entering the Seng Ido in the wake of
the creation of the Way of the Woman, she embodies the
forces of progress in Laeghdoved. Her persuasiveniess has won
her the support of 2 number of professors. Her acknowdedged
enemy is the Min Seng, flabbily sertled in his memories of
the past. Foralmost twenty years, Olgreta has made the mast
of her apportunines to “make things change”.

Her projects are so close to her heart that she has
allied with the Masque to further them. She is ready to
do anything to topple the present system: embeizle-
ment, corruption, etc. She is actively studying every
weakness in the Hai Shul in order to pry it open.

For example, it was she that, after having encouraged
the activity, denounced the scandal of the Kat Kao.

AKTOS SUNANTELOS

o Atu Wueldin
This young man from Buccaneer Haven is a great (ra-
veler, and also a poet of renown, with a specialty in

OLGRETA SAVANSK

Race: human Secondary attributes pon: Rapier 8
Age: 47 AlM: 7 Occalt: Concord 2, Cipher fore 2,
Height: 59" (SIZ 0) MEL: 5 Demonalogy 2
Weight: 150 Ibs. HP: 45
MV: 3 SWT 15 Asseis, Faulis, Gifis,
CWT- 92 and Sorrows:
Am‘ihH utes DE: 0 Office (Qyu Consummate
ame: 00 Acting, Venomows blood, Hypocrisy
Darkness: 0 +
Body: 01 i Perfidy: 22 Combat
Body bonus: -1 Initiative: 13. Rapler 15
AGIlty: 6 Skills: Melee anack: Rapier 14
PERception: B Courtly: Diplomacy 9. Eloquence 6. Melee defense:
STAming: 5 Etiquetter Merchants 4. Etiquette:  Dodge: 8
STRength: 4 Nobility 4. Fastialk 8, Stewardships,  Parry: Rapier 13
Trade 6. Traditions: Princely Com-  Ranged defense: 4
Spirit: 0/0 munes 5
Spirit bonus: 0 Knowledge: Alphabet: Septentrians.  Typical quote:
INTeligence: 10 Alphabet: Keshite 3. Geography 5. “This cannot be allowed 10 conti-
WiLlpower: @ History & legends 5. Language: Kie- mmmﬂfpﬂﬂmhm.
menite 7. Language; Keshite 2, Law Things mist change and
Soul: 0/1 2, Plant Jore 5, Season: Winier 2 we shall change them for
Soul bonus: -1 Rogue; Inirigue 7, Polsons 4, ﬁtb&w That doddering old fool
CHArisma: 9 Stealth 4 we must pul up with as Min Seng
CREativity: 7 Trials: Aleriness 5. Athletics 4, willnotbeableto  stop the forces of
Dodge 7. First Aid 4, Ride 5. Wea-  progress forever”
Rapier +2 +2 +1 +3(h o
Armor: full leather (penalty -4, prot. 6)




legends and epics. Despite his disdain for the other arts,
Aktos is a very popular professor, appreciated for his sim
plicity, clarity and passion.

He remains a stranger to the intrigues of the Hai Shul
and travels for ar least six months our of the year. He
has a special mandarte from the school, allowing him to
buy opuses during his journeys. As well as searching for
lost poems, he also uses his wandering months to seek
new pupils. Aktos is an Inspired and a master Concor-
dist of Scansion. He has taken notice of the Atu Seng's
dislike of Concordists, so he doesn't show of fhis talents.

Plots
Tue QYN Kao

The present situation cannot be maintained much |

longer

The Qyn Kao, to do its work well and offer complete
tuition to the female students, should be as large as the
five other ways put together. This is of course impossible,
but a few female students have obtained exemptions
allowing them to artend classes in the other Kaos,

The Dyn Seng has also found a way 1o work around
the rules. She hires medusa professors whose knowledge
is of interest to other Kaos, and then negotiares a tem-
porary exchange between the medusa and the male tea-
chers, This way, the students of the Cyn Kao can obtain
lessons in all branches.

This deal seems o benefir everyone, as it allows the
other Kao to access the medusa’s knowledge without
directly hiring female teachers,

But it betrays how much the system and its constraints
are slowly evolving from merely imperfect to ourright
ludicrous. Sooner or later, the constitution will have 1o
be rewritten, and rhis time everything will not be sol-
ved by the addition of a new Kao,

AKTOS SUNANTELOS

Race: human SWT- 16 Assets, Faults, Gifts,
Age: 33 CWT. 25 ~ and Sorrows:
Height: 5'9” (SIZ 0) DB 0 thmﬁmmﬂm
Weight: 159 lbs " quist, Keen, Insensitive (Painting.
MV: 3 Fortune points: 2 Hui:..swlpm]
Flame powers: nong
Attributes Darkness: 3 3 , % 2
Flame: 1/a Perfidy: 0  Scansion 2
Body: 1/0 v Skills: Opuses
Body bonus: +1 Erosion (10). Step ahead (15), Psy-
AGliity: 8 mmmnqiﬁhmmi -chometrics (15). Perceive the past
PERception: 4 Etiquette: Artists 3, Poetry 10,  (20). Time slip (25)
STAmina: 7 Trade 4, Traditions: nuccunems, i
STRength: 6 Traditions: Princely Communes 5 &mlm
Knowle Alphabet: Septen-  Initiative: 18, Sword 19, Bow 22
Spirit: 1/0 trian 10, : Armgardic 5. Melee attack: Sword 13
Spirit bonus: +1 Geoqrqphﬁ.l-[imry&!qmﬂsa. Ranged attack: Bow 13
INTeligence: 6 ‘defense:
Wilipower: 5
Soul: 20
Soul bonus, +2
CHArisma: &
CREativity: 10
AIM: B
MEL: 7
ART: o
HBP: 50
oone oy
- *l
Bow +* f I
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FRATERNITIES

In reaction to the privileged “lodge” thar has become
the Jio Min of roday, a smarttering of secret fraternities
have been created in the Hai Shul. They are gatherings
of students and professors that comprise an under
ground network,

The mysteries are proliferating and there is a shor
tage of secret meeting places. The Min Seng denounces
this ridiculous vogue of conspiracy, but too many
people benefit from. the rise of the fraternities. The
Shul Kao, for example, is delighted to be able to hide
behind this smokescreen, withour realizing that in
the end, it is the Qyn Seng. and through her the
Masque, who has the most to gain from this atmos-
phere of never-ending conspiracies, so adaprable to
Perfidy...

LAEGHON

Slowly, as Perfidy is spreads through the Hai Shul, the
influence of Winter is t-!l-'[t'rll'll‘ i.r,hks are appearing in
the Govlim, and the temperature always seems a bit
warmmer than it used to be. Laeghon is slowly waking from

his erernal sleep. The Tigonov and the Shul Kao are for |

now the only ones to understand this phenomenon,
burt they do not know what to do abour it

It is hard to predict how Laeghon would react it he
were freed.

This exceptional seasonling could well become a great
sponsor for Laeghdoved. Or he might give in to a desire
for revenge against those whio trapped him, allying him-
self with the Masque. In any case, it would take some
trime for him to reclaim his ttle of Winter King.

If Laeghon's presence and nature were revealed, all
the seasonlings of Winter - medusae, dwarves, and
black feys - would view the even as the unearthing of
their lost heritage, and a chance to reclaim ancient
secres.

USING THIS POMAIN WITH

"KING OF SPRING®

tn%m{mmmmuﬂmh{m&
sprites willbe a godsend for all. hl:‘llm‘tﬁll:rr
muhemunﬁeﬂiﬂammﬁm ing new
mmwmmmmmm
will be & forest bordering the north side of the city.
It will be provided to the sprites by prince
Erzelski in order to fook after his lands. and 1o coun-
terbalance the power of the school in the reglon.

Playing in Lacghdoved
ASSETS

«& Rank in the Hai Shul varies
The character has attended some classes in the Hai Shul,
In addition to the connections he or she may have made,
the character earns additional creation points (that can
be spent only in a skill group matching his chosen Kag),
If a character chooses the rank of Seng, the EG must
decide whether the previous Seng recently died or was
demoted, and consider that the character is a new arri-
vl in the Ido Seng. OF course, the character can always
be relegated to the rank of Eldin after the next election.

Cost Additional
Zitos | [}
Kedan 2 T
Sawall 3 10
Eldin 4 1]
Seng ] 15

A Jio Min 1 (2 for a female)

The character has been selected by the Jio Min, It is
Necessary to possess 4 rank in the Hai Shul in order to
choose this asset.

This results in a great many advantages within the

Hai Shul. For starters, the additional skill points can be
spent in any combination of skill groups.

If the character has also taken the rank of Seng, he or
she can become the Min Seng (but must be the eldest
in the Jio Min)

«& Creation of the Qyn Kao |

One way or another, the character contributed to the
modification of the constitution in 1431, He ar she
fought to allow women access to the teachings of the
Hai Shul, and earned a progressive reputation with the
fraternities. The Qyn Seng feels indebted to the charac-
ter and will be willing to help him or her. The Min Seng
will react the opposite way.

& Kati Kao scandal 1or3
The character was involved in the Kati Kao scandal of
1441. For | point, his connection was partly proved,
and caused him many problems (if the EG deems it
necessary he may have been demoted). His position in
the HaiShul is now compromised. On the plus side, he
derived a benefit from it (either a huge sum of money
or a priceless object - a minor relic. a precious baok, or
an enchanted opus). For 3 poines, the character hasn't
been suspected, and the only drawback is the risk of dis-

' covery later on




our Majesty
r}..r;:;_u'fu miy pJ'cl_.lr.'l:m.f JL?IJ;.J.FJ‘!.: to the crown and my
.'ﬂ*.'«pus!‘ respect _F:mr frouer zm-s'sglfmu. I minst .hl;w Hp
my quill ta inform you about a sitwation most
rmrn'er'rr;:.

The Domain of Brightskies, which, having sent
countloss soldiers to its prestigious military aca-
demy wou well know is the site of a disquicting
disturbance. Lord Varl the Third seems, in the
wake ﬂ_.l'r his f-rr:-.r..rnrr'.-th campaign, fo have abandoa-
ned his rc5;.'r..rr15|'x1rr'|'lr'h'es and is LT'mlr:HrL'z'-.'J'lg.l H-.'E'.rlt:.:-
ting the Damain's ﬂ'_:q.‘l.'.FS. As per your majesty 's
impunciion, a mayor was elocted. But while not
!r'.':'u:r ufh.'r.'l!.r imcompetent, I.J.J'I_u Horie seems
dl..'.iar-.-n'f agarnst Hrw .inrd{'m!; J}Iq,]ll alttempis flig,a all
means available to end its activities.

Given the increase in raids h_: flr:.: draaken, as
::-;'FIJ? as the agitations n(J"- the anti-Lo e {.'mu'..fl. HI:.,-
closing of this academy, which ensures half the
.w,rvu"l'!r'..ws of surveillance, rescue and protection
of the Domain, would be a grave loss for Brights-
kefes.

I can but fﬂmm'.rvl'ly reg s that your Majesty intar-
peme bo ll‘.:r.‘f.l;l":r,.l the situation, sither |I=3|r ..*n:mifi'ng? sal-
diers to allow __IF;'I:" beticr excoution .J_.I". f_.:u'y faric’s
p.s.-’r'.:r'..rs. or éry pointing her in a direction more in
accordance with the Domain's interosts,

1o give your Majesty a cloar view of the situation,
/ ,.f‘.;m-"fjl'.uﬂy add to this letter a !I}rr}'_i'. FUmmary ._1Ij'r
the state of the Domain.

j\’d:'ﬂn‘ﬂﬁdﬂf Honrs,

Marsavonus, eminence grise;

:Fm..l'r:m.‘..’ q," the J"J"{ﬂT.:-'H.'Jirerh‘ School

'}fisi'wy

Historians know little about the origins of this small
Domain huddled at the foot of the Draaken Moun-
tains. Legend has it that its first master was a great
warrior by the name of Varl Paskared, who succeeded
after years of harsh fighting in pushing the Fallen back,
deep inside the mountains. The king rewarded him with
the authorizarion to create his own principality, but
the hero chese only to make a simple Domain for him-
self, setting the boundaries by the shadows of two
nearby peaks. This was the creation of Brightskies, whose
name was probably chosen because, unlike many neigh-
boring lands, the sun is visible all morning. and the sha-
dows of the nearby mountains do not cover the land
until the afternocn.
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Given its past and the proximity of the draaken tribes,
it is no surprise that the Domain has given birth to
numerous warriors, some of whom were among the
most illustrious of their generation. Eventually, the king
decided 1o open a school for warriors, the Royal Mili
tary Academy. Despite its name, this school is not directly
controlled by the crown of Janrenia. The academy has
taught the most promising candidates from many of the
surrounding realms

Unfortunately, as the oldest archives of the Domain
are kept by the academy, history is ignorant of the dare
this prestigious institution was founded. All that is
known is that it was during the reign of Janren Il and
Gonoldon IV was Lord of the Domain. From that time
onward, Brightskies knew great prosperity, The royal
patronage attracted prestigious students, who became
fast friends, supporters in court, and at times defen
ders of the Domain.

Despite many attempts by its neighbors to seize control,
this small valley remained independent, resisting its ene-
mies against all odds. The academy's reputation grew,
as did the number of students, and its influence spread
far beyond the borders of the kingdom. In the year 1300,
it reached the peak of its influence. 1t welcomed students
from across the known world, and weapon-masters
fought, sometimes to the death, for the privilege to
teach their art inside irs walls. It was known 1o train up
to a thousand smdents at a me.

This period ended when Govolus the First took the
crown of Janrenia. Expelled twice from the Academy
(before being banned permanenty following several sor
did sexual affairs), the king made his :llspie.n.un' felt
rather heavily on Brfghﬁ.km He forbade foreign students
from enlisting in the Academy, had a number of teachers
ousted, and gave Brightskies the responsibility of kee-
ping order in the surrounding mountains. Unexpec-
tedly. this colossal and almost impossible assignment
benefited the Academy. Indeed, Gonoldon VI, Lord of
Brightskies, required the academy students to participate
in this task. The training became harsher, but its gua-
lity improved, and the students gained valuable combat
experience. There were heavy losses in the beginning, and
even the teachers grew anxious, bur after they establi-
shed basic procedures, the draaken learned to fear these
small scouting parties from the Demain.

Unitil the war with Urgamand, the situation remained
secure. There were a few alarms, but the students always
managed ro overcome the roubles.

THE POMAIN OF BRIGHTSKIES

Realm: lanrenia
Ruler: Varl the Third
Strength: 5 Inspired, 3,000 Dullen

BODY: &1
Army: 6
Defense: 7
Denizens: & 3
Organization: 6

SPIRIT: 5/0
Finance: 5
Information: 5

SOUL: 51
Magical ability: 5
Diplomatic relations: 5

THE HUGE GREAT DRAAKEN

Fifty years ago, about thirty impulsive students
organized a draaben hunting expedition. They
headed deep into the mouniains and managed to
find one of their cave villages. The place was sac-
ked and every draaben buichered. Unknowingly.
this small party had precipitated the Academy’s
decline.

It turned out the most powerful draaken in the
village had beea.absent when their community
was slaughtered. Coming home to the smoking
ruins, the collapsed grottoes. and the corpses of
their friends and families, they vowed revenge.

Thus. more than twenty of the fiercest draaken
in the land agreed to undergo the dragon merge.
Their number might easily have allowed them to
become a black dragon, but, as they had ne help
from one of these creatures, they could only fuse
into a Great Draaken (see AGONE rulebook p.
250 jor details on the draaken merge). This beast
immediately went hunting,

Stories describe this monstrosity as the most
powerful Great Draaken ever seen. [t was about
one hundred and fifty feet long, with an oversi-
zed jaw that could gobble up a horseman and his
mount in one gulb. These estimates are given
credibility by the discovery of claw prints about
three feet long in some of its favorite hunting
grounds.

To this day. it continues o haunt the mountains,
hunting unsuspecting academy students. The
beast is credited with the disappearance of about
& hundred students over the past fifty years. The
situation is such that nowadays the teachers are
becoming reluctant to organize expeditions.




Geography

BRIGHTSKIES FORTRESS

This fortress stands on the lowest spurs of the Draaken
Motntains, on a large mound of rock. Itincludes owenty-
four rowers, three successive forty-foot ramparts, ten bar-
bicans, and an impressive system of double donjon. Each
tower is almost two hundred feet high and allows 4 view
of the plain that stretches hundreds of leagues. In fair wea-
ther, sentinels boast of seeing the smoke over the ity of
Ranne in the distance. Symbols are erched in many parts
of the structures, both of the Square and of II».-‘=.||1'M::rg of
Ranne (the architect who designed Impregnable, the for-
tress which defends Janrenia's capital).

Inside the fortress are twenty-five wells, forty-two
buildings, twelve trebuchets. twenty-four ballistae, and
about two hundred cauldrons. The fortress’ supplies of
oil and lead amount to abour sixty rons.

Soldiers, however, are scarce. Berween the forays of the
ever-bolder draaken. the desertions due to the ant-
Lodge knights, and most of all the Mayor's campaign
against the military, ranks are not being renewed. The
younger generation avoids the fortress.

Worse, the women of the village have started to grow
all kinds of creepers on the walls, and set up small gar
dens to decorate the bleak fortress. The ramparts have
been transformed into romantic promenades, and the
stoic towers into playgrounds for children. Some mer-
chants have even petitioned the Lord Varl the Third for
the right to use the towers as warehouses, offering temp-
ting sums of money in exchange, Villagers have even
asked permission to hollow out the thick walls in order
to make dwellings inside them, The Lord has notautho-
rized any of these schemes; nevertheless, the defensive
capabilities of the edifice have been greatly reduced.

THE Town HALL

Since the Women's Revolt reached Brighuskies, this
old building has become one of the meeting places for
the Domain’s female activises, When the king ordered
thar each Domain set aside a place for political debares
(two words the old Lord couldn'timagine ever being asso-
ciated) this old tannery was given by Varl the Third to
the women after a few weeks of negoriations. Most of
the Domain’s women think it was a sign of his scorn to
give them this building. For despite every effort, the
smells of the tannery are so persistent that these poli-
nicians, especially the mayor, are nicknamed the "skunks”
by their local adversaries. Adding fuel ro the fire of these
nascent political passions, Varl had the place renovared
through a system of work duties, adding to the labors
of a people already wary of the strange reforms from
Ranne. Whether it was due to political shrewdness or
simple blunder, the town hall is an inescapable symbol
of the Domain’s rurmoil.
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THE RovAL MILITARY SCHOOL

A town within the town, this fortified complex stan-
ding at the foor of Brightskies Fortress is only the sha-
dow of what it was. Strangely, the quality of insmuction
has improved in recent years, The remaining professors
have fewer students, and can devote more time and
attention to each

This enclave is divided into two clusters of buildings.
The first half is made up of open-air stone amphithea-
ters, where scholarly lessons are given, rain or shine, by
the teachers of strategy. military stewardship, geogra-
phy. and tactics. The academy’s philosophy is to have
the students go through the harshest possible learning
conditions (strategy courses are madidonally held in
the coldest months of winter), as soldiers must learn
to abide by the climate. This way, young straregists fresh
from the academy are able ro devise battle plans even
when the ink is freezing at the ends of their quills. Bet-
ween the stone semicircles are small-scale reconstruc-
tions of battlefields where students can practice their
new skills.

The other half of this small village consises of jousting
and combat fields, forges and armories. The best arti-
sans come to teach how to evaluate a weapon's quality,
show the latest developments in armor and siege engines,
etc. The heart of this side of the academy is a small fort
regularly used by the students to simulate sieges. This
fort is fully functional and can serve as a last line of
defense if the town is attacked.

<& Grond Heavy-Hammer's Workshop

Grond is both an exceptional smith and an excep-
tional warrior, His lessons are reputed among the wiel-
ders of the war hammer. Unfortunately, the master
received a grievous wound to the leg in a bartle with
Liturgicals three years ago. The wound was infected in
the swamps, and the surgeon was forced o amputate.
Grond Heavy-Hammer retired to the academy. where
he shares his comprehensive knowledge of the use of
the war hammer, and fashions - “just for fun” - a
variety of very high-quality weapons. His workshop,
located at the entrance to the academy, is also open
to outsiders.

VARL PaskaroD’s TOMB

Far from town, this stern stone edifice is a master-
piece of early Janrenian architecture. A simple (though
mare than thirty foot long) recumbent statue marks
the spot where the hero is supposedly buried. Time has
eroded most of the details, bue it still exudes a cerrain
majesty, The statue portrays a warrior with a grear
sword and a shield bearing Brigheskies' coar of arms,
wearing ancient metal armor and an open helmet
revealing the remains of a face eroded by the weather.

There are many legends abour this tomb, some of
which mention thar its dweller is still alive, jusr asleep,
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and would come back if the Domain were in peril. One
of the most entertaining legends asserts that a Concor-

Paskarod's soul, and he would return, when the his
extraordinary fighting prowess was needed. In these
troubled times, there are many who claim ro have seen
the statue move,

VuLkum

This small, forofied town, located deep.in the Draa-
ken Mountains, is one of the most important economic
centers of the Domain, It protects the iron mines that
are the area’s main source of wealth.

If Brightskies Fortress seems a bir stern, this village has
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People of Note

dist of the Shape once created the state to hold Varl |

the atmosphere of a fortified camp or a prison. Every |

house seems built ro withstand a siege, with few ope-
nings, except for doors and arrow slits. Everything is
built with massive blocks of stone, making no allowance
for aesthetics. The roofs are crenellated. and streets are
kept clear and barred with gates at night.

Since Varl the First pushed the Fallen deep into the
mountains, Vulkum has not endured any attacks for
several centuries, other than a few raids by isolated
assailants thar were easily neutralized, But rraditions
like the curfew and the upkeep a soong militia are dee
ply rooted. The Women's Revolt was Hatly rejected, even
by the local women,

Since the ann-Lodge knighrs have taken refuge in the
Drraaken Mountains, these paranoid mraditions have begun
to pay off. Raids have been stopped ar the town wall. and
the militia has had the opportunity to hang a few draa-
ken spies thar were on reconnaissance missions.

HE WATCHTOWERS ON THE
RAAKEN MOUNTAINS

Regularly spaced and always in sight of Brighrskies
Fortress, these small towers stake our the Domain's bor
ders. Symbols of the vigilance of the Lords who ruled
them. each tower has a name and an amusing or tragic
story associated with it. Fach shelters a team of lookouts
charged with warning the castle about trespassers. Each
new Lord makes it his duty ro have a new tower built
when he comes into office.

One is reputed to have sheltered the tryses of a Lord
with a princess from a faraway land; another is known
tor have witnessed the death of a Lovd who jumped from
its top. The sentinels can tell numerous tales about their
towers, and are proud to keep their perpetual sur-
veillance,

VARL THE THIRD

Varl the Third is an old and tired man. Though he is
now sixty-two, he siill has the immensely powertul
muscles of his prime. His strong hands, crisscrossed
with scars earned on Janrenia’s battlefields, can break a
man’s neck like a twig. But his stark white hair and his
weary gaze betray the broken spirit of a mortal who
lives on only through habit, unable to die because even
the effort required to end his days is beyond him.

Varl the Third’s wife died bearing his third son (who
did nor survive either). Then, during the war with Lirga-
mand, the carastrophe of Roundrock occurred, The
Domain of Brightskies rallied unflinchingly behind
Supreme General Amrod, a graduate of its academy. The
finest knights and foor soldiers were sent to do bartle,
but only a handful of the 200 returned. hanging their
heads in defeat. Varl's two brothers were not among the
survivors, and his other sons died a few years later. Since
then, the Lord has had no interest in the Domain's
affairs. On rare occasions, traces of the hero he was can
be discerned, but most of the time he is an apathetic
man who spends his days in melancholic reveries:

LADY HORIC

This tall, middle-aged lady has a face made for a plump
woman - with a receding chin, a small nose, and large
cheeks - perched atop a thin, emadiared and flar body
that appears dangerously underfed. Despite her unpre-
possessing appearance, Lady Horic married a handsome
knight, who later died during a skirmish wirh the draa-
ken, Since then, her eyes have begun o shine with a sickly
glow and she has devored all her resources to upholding
the pacifist cause. This fanatical attitude does not stem
from her griefover her lost hushand, but from an encoun-
ter with a Marionette of the Masque. She was approa-
ched during one of her trips to Ranne and persuaded
of the righteousness of the women's movement.

She is.one of the first extremists of this cause, and she
had no trouble obtaining the post of mayor. She has now
wirned all her effors toward removing the “saldierly
rabble”. as she refers those thar carry weapans. Funda-
mentally ill-prepared to be mayor. and lefr alone with
the difficult decisions needed to manage & Domain since
Varl's defection, Lady Horic is desperarely trying to cope.
Untartunately, the town hall meetings never last long
enough (the smell...) and her own biases have led her

to make some decisions that could have dire conse-
quences, But she does try her best

MASTER PHILESTAS OF DEADWATER

Master Philestas is an old spriggan in the twilight of his
life. A gifted Eclipcist. his only passions are magic and his



Dancers. He retains twenty-three Dancers, some of which
have been in his company for more than forty years.,

He is frail and thin, as if the years had drained his flesh
away while bending his back. Only his eyes, sunk deep
into a face reduced to a complex network of wrinkles,
still shine with the vitality of youth, Yet his weak and
raspy voice always finds artentive ears, as rumor has it
that the master knows every spell ever devised, Some even
whisper that he belongs to the mages’ elite and knows
the secrets of choreography.

GROND HEAVY-HAMMER

Grond is an Inspired half-ogre. He has serded in Brights
kies to monitor the suspicious increase in draaken acn
vity, but the soothing tranquility of this provincial rown,
and the long recovery necessitared by a rerrible wound,
have convinced him to take it easy for a year or two
Whar's more, though he doesn’t realize it yer. he is not
as young as he used ro be

Grond is a very brawny man, good-natured enough
to be loquacious, but with a strangely hoarse, almast
threatening voice. In spite of his missing leg. he has ear
ned a widespread reputation as a womanizer,

VARL THE THIRP

Race: human Secondary attributes Dodge 6, First Ald 3, Ride 7, Wea-
Age: 62 AlM: 7 pon: Sword 8, Wespon: Shield 8,
Height: 8'2" {SIZ 0) MEL: @ Weapon: Lance 7
Weight: 200 Ibs HP; 58 Occult: Cipher lore |
MYV: 3 SWT; 16
CWT: 29 Assets, Faults, Gifts,
Attributes DE: +4 and Sorrows:
Flarme: g/o Office (Janrenian Lord), Old
Fortune points: 0 .
Body:0f0 o Flame powers: none Combat
Body bonus: 0 Darkness: 3 Melee arack: 14. Sword 15, Lance
AGlHlity: 9 Perfidy: | 19, Shield 11
PERception: 5 Ranged attach: Sword 18, Shieid 17,
STAmina: 8 Shills: Lance 16
STRength: 10 Courtly: Diplomacy 5. Melee defense:
Eloguence 5, Etiquette: Janrenlan  Dodge: 0
Spirit: 0/0 nobility 7. Stewardship 6, Trade 3,  Parry: Sword 18, Shield 21
Spirit bonus: 0 Traditions: lanrenia 5 Ranged defense: 0
INTeligence: 6 Knowledge: Alphabet:
WiLlpower: 1 {7} Armgardic 6, Astronomy 1, Geo- Typical guote:
graphy 5, History & legends 5,
Soul: 0/0 Language: Janrenian 7, Language:  "What interest? Why?
Soul bonus: 0 Urgamish 2, Law &, Strategy 7 Il think about it. ..
CHArisma: 8 Rogue: Hunt 4, Intrigue 5 ‘One of these days...”
CREativity: 4 Trials: Alertness 5, Athletics 4.
Weapon Init. Att. Def, Dam. SiZ
Sword +1 +1 +1 +6 (I43) o
Enight shield -3 g +4 +1(C) 0
Horseman Lance 46 1} -8 24l +1
Armor;: [ull plate (Penalty -14, Prot. 14)




LAPY HORIC

Race: human

Age: 37

Height: 5 107 (S1Z 0)
Weight: 101 lbs

MV: 3

Attributes
Flame: 0/

Body: 01
Body bonus: =1
AGIry: 5
PERception: @
STAmina: 6
S"I'll'cnnz‘[h: 3

Spirit: 0/
Spirit bonus: 0
[NTeligence: 7
WiLlpower: 7

Soul: 0o
soul bonus: 0
CHArisma: 3
mEﬂ[WiTﬁ": 5

Secondary attributes
AlM: 5

MEL: 5

HI: 45

SWT: 15

CWT: o2

DB o

Fortune points: 0
Flame powers: none
Darkness: 0

Perfidy: 11

Skeills:

Courtly: Diplomacy 1,
Eloquence 6, Etiquette; Bourgeoi-
sie 5. Fast talb 5. Music 3, Poetry
(spe: political pamphlels) 6, Ste-
wardship 1. Trade 1. Traditions:
Brightskies 5

Knowledge: Alphabet:
Armgardic 4. Beast lore 1, History
& lepends 4. Language: Urpaniish
&. L.aw 1. Plant lore &

Rogue: Intrigue |

Trials: Alertness T
Assets, Faults, Gifts,
and Sorrows:

Decay (Perfidy sorrow)

Combat

Melee attack: -
Ranged attach: -
Melee defense:
Diodge. -

Parry: -

Ranged delense: -

Weapon: none
Armor: none

Typical guote:

“Howr can you say that! You have
seen what they did 10 our lands!
They are monsters! Only a woman,
with & woman's sensibility could. ..
You're notl listening to me! You
teally are like all men, nothing
but.,. uch.,. rabble!”

MASTER PHILESTAS OF DEADWATER

Race: spriggan

Age: 71

Height: 2° 117 (SIZ -1)
Welight: 44 Ibs,

MV: 2

Attributes
Flame: /0

Body: 1/0

Body borse+1""
AGllity: 5
PERception: 8
STAmina: 1
STRengih: 1

Spirit: 1/0
Spirit bonus: + 1
INTeligence: 10
WiLipower: 10

Souk: 1/0

Soul bonus: + |
CHArMsma: 7
CREativity: 8

Secondary attributes
AlM: &

MEL: 3

ASC: 10

HP: 24

SWT. 8

CWT: 12

DB: -4

Fortune points: @
Flame powers: none
Darkness: 9
Perfidy: 4

Shills:

Courtly: Diplomacy 3, Elogquence 6,
Fast talk 5, Music 4, Trade (spe;: Dan-
cers) 7, Traditions: lanrenia 5
Knowledge: Alphabel: Armgardic 8,
Astronomy 5, Geography (spe: Dan-
cers) 7, History & lepends {spe: Dan-
cers) 7, Language: Janrenian T,
Season: Spring 6

Rogue; Acrobatics 8, Conceal 5, Dis-
guise 9, Hunt (spe: Dancers) 10,
Legerdemain 10, Locksmith 5
Search 3, Stealth 8

Trials: Alertness 8. Athletics |,
Climb 7. Dodge 10, First Aid 5
Occult: Concord (spe: Dancers) 10,
Clpher lore 6, Dancer lore 10, Reso-
nance 10

Assets, Faults, Gifts,

and Sorrows:

Incredibly large collection of Dan-
cers, very old

Combar

Melee attach: -
Ranged attack; -
Melee defense:
Dodge: 15

-

pﬁl"l!"_?: ~
Ranged defense: 7

Weapan: none (apart from his
Danceérs)

Armor: none
Ascendancy
ASC APT Eclipsist 27

a1 Dancers, Total Stamina 145

Spells

The master really does know all the
spelis taught in the schools of magic,
and many more he designed him-
self. In addition, he is a practitio-
ner of choreography. though he
doesn’l want anyone o know about
it - it would jeopardize his position
with the order. Philestas wanits only
to end his days quietly [n Brights-
bies,

Typical quote:

“Hum... Come here, you, Nice Dan-
cer... See how every move is pre-
cise and graceful? How he creates
magic 5o naturally? | will show you
& funny spell, .. Hum?Where did he
go? Hal Here vou are, tiny scoun-
drel! Look, this is very inleresting. ..
Impulse and coordination, Hmm. ..
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GROND HEAVY-HAMMER

Race: human Fortune points: 14 Yul thrust: musician’s thrusi, Ariful
Age: 39 Flame powers: Insensibiliy (fire),  thrust. the prickade, Dire Wisdom,
Height: 5" 8 (SIZ 0) Spitfire, Day shield, Flame pres- ' Sensuousness, Missing limb, Tricks-
Weight: 209 Ibs, cience, Quick as fire; Immolation  ter, Croaling voice, Evil readings,
MV: 3 Darkness: 12 ‘Grandiloquence
Attributes o Combat -
Flame: 7/1 Skills: ©Initiative: 19, War hammer 19,
_ Shield 15. Crossbow 24
Bodw:9ft .. 2 Courtly: Craft: forge 10, Diplo- Melee anack: War hammer 25,
Body bonus: +8 macy 3, Eloguence 3. Fast tallr 2. Shield 25
AGllity: 6 Sculpture 7, Trade (spe: weapons)  Ranged attack: Crossbow 22
PERception: 5 7. Traditions (from all over) 2 Melee defense:
5TAmina: 8 Knowledge: Alphabet: Armgar-  Dadge. 22
STRength: 9 dic 5, Alphabel: Septentrian 4, Geo-  Parry: War hammer 25, Shield 29
graphy 6, History & legends 5, Ranged defense: 11
Spirit: 7/1 Language: Janrenian &, Language:
Spirit bonus: +6 Urgamish 4. Language: Kosaki 4,  Magical Arts
INTeligence: 5 Language; Nordik 5. Language: Shape APT 21
Willpower: 7 Sacred tongue 3, Language: Mer-
cerin 4, Language: Keshite 4, Medi-
Soul: 8/2 cine 3, Strategy 3. Surgery 3 Wguhmss (10), Alter condition (10).
Soul bonus: +6 Rogue: Acrobatics 4, Conceal 6, Dis-  Remodel (10), Sharpen a blade (10),
CHArisma: & guise 1, Hunt 3, Intrigue 1, Game L  Alter state of matter (15)
CREativity: 8 bling 3, Legerdemain 2, Locksmith 1,
Poisons 2. Search 5, Stealth 7
Secondary attribules Trials: Aleriness 8, Athletics 7,
Climb' 6, Dodge 10. First Ald 8.
AlM: 5 Ride 7, Survival 5, Swim 4, Wea-
MEL: ¥ por: War hammer 10, Weapon
ART: 8 Shield 10. Weapon: Crossbow 8
HP. 54 Occult; Concord 2, Cipher lore 2,
SWT 18 Dancer lore 1. Demonology 5.
CWT-a7 Shﬂpﬁ' T
DB: +2
Blackness: Assets, Faults, Gifts, msm
Office: Mm-t‘u‘m—amu,w A&f
Weapon Init. At Def.
Warhammer Q o Nl T
Tower shield A -1 T
Heavy crossbow 45 #1 - 412D +1
Range: 150 v.
Armor: partial studded leather (penaley -2, prot. 5)




Intrigues

THE SLEEPING LORD

Varl served on Supreme General Amrod's staff during |
the war with Urgamand in 1415. He returned a victim
of the intense magical rorture and mind manipulation |
of the Obscurantists. Varl's mind has been damaged,
and he also has developed a propensity to attract evil
influences. He is currently the targer of a powerful Sha-
per hidden in the Draaken Mountains, who is trying to
make him go mad. This Damned has succeeded in having
tapestries (which are actually tainted opuses) put up in
the lord's chamber. These exude feelings of weariness and
disgust during the Lord's sleep. Dnu* Varl is dead, his
heirs having already been slain on the battlefield, this
Damned ]mph that the chaos of the succession will
permit him to rally the draaken and seize control of the
valley.

PROFANERS

In the silence of the mountains, a small party is about |
to make a mistake that could sharter the political balance
in the area. A team of professional tomb robbers has
gathered to visit the grave of Varl Paskarod. The tomb
is supposed to hide artifacts from the Hamboyance,
including a sword with extraordinary powers.

Unfortunately, their plan means destroying the recum-
bent statue (see “Varl Paskarod Tomb™ above). One of
the main factors preventing a coordinated attack by the
draaken is i legend thar the statue would animarte to
defend the valley, becoming the downfall of the Fallen,
pushing them even further into the mountain than did
the living Varl Paskarod, slaughrering them withour
mercy and destroying all eraces of draaken civilization |
on this side of the mountains, Most draaken villages are
built on the opposite side of the mountains from Brights-
kies to protect them from the statue’s curse.

Should the thieves destroy the hero's effigy, a draa-
ken invasion would be inevirable, with terrible conse-
quences for the whele region. Brighrskies is a strategic
center. If it falls, all the neighboring Domains are
doomed.

VuLkum’s RevoLr

Vulkum's curt refusal to compromise with the femi-
nist reformers indicares a rising tide of counter-reviolu-
tion. The most extreme reactionaries have already joined
with the anti-Lodge knights in their mountain haven.
Others stayed in Vulkum, either because they didn'r
want to leave their families behind. or because they
thought they would be more useful in the village.

This is how i small network sustaining the knights has
come into existence, furnishing them with supplies and
weapons. Lnknowingly. the villagers also feed the draa-

ken raiders who leave the knights along in exchange for
a handful of iron weapons and armor (mare effective than
what they are able to make themselves). When the people
of Vulkum think they ate helping to outfitan army, they
are actually only supplying a few ragged men, and giving
support to the draaken. For now, the secret is well kept
and no one suspects the state of the so-called army of
the anti-Lodge, But if the villagers learned the trurh, the
exiles would be promptly denounced or assassinated.

Playing in Brightshies

ASSETS

«& Took part in Roundrock
battle (unique) 3
You are one of the rare survivors of the great batile
of 1415, You came back and thar is enough for most
people to respect you. Also, this gave you valuable expe-
rience. You gera free specialization in Survival (swamp)
and add one point 1o a Weapon skill. Your character must
be at least 50 years old to take this Asset.

& Pupil of the Royal Military
Academy 3
You went through this prestigious school, where you
learned a lot, especially about survival and the Fallen.
You get a free additional point in the skills of Survival
and Season: Fall.
In addition, you will always be welcome in the academy
where, among other things, you can learn all the war-ham-
mier artful thrusts and obrain weapons of superior quality.

& Grond’s masterpiece 3
Grond entrusted you with one of his masterpieces, a

weapon of exceptional quality. One of its attributes (ini-

tiarive, attack. defense, or damage) is raised by one point.

«& Confidante of Master Philestas 5

You know that Master Philestas is a choreographer. In
fact, the old spriggan likes you enough to teach you, if
you have the necessary abilities.

i Female elite 1
You know Lady Horic well, and she appreciates your
company. If you took the mouble to make her talk, you

USING THIS DOMAIN WITH

"KING OF SPRING"
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would have access to many secrets about the Domain’s

corresponding Gift for that Sorrow. Your character must

management. In any case, you will always be welcome | be at least 50 years old to take this Faulr.

in Brightskies and may be invited to stay in the castle.
(Mot available to male characters.)

Faurts

¢k Broken in Roundrock battle
(unique) 5
You came back from that bartle in one piece, but the
price was high. You are now a shadow of your old self
and cannot stand being reminded of this horrible defear
You get 10 Darkness points, which, instead of the nor-
mally associated Gifts and Sorrows, give you the Sorrow
"Broken”, You experience terrible I'l..hhluu ks whenever

someond talks about the battle, Your Dark Spirit is rai- |

sed by one point. Optionally, the EG is free to choose 4

&> Expelled from the Royal

Military Academy 2
Your behavior was bad enough to have you expelled

from the Academy. Never again will you be welcome

there, and the locals scorn you. What's maore, the incom-

plete teaching you received lowers by five the number

of creation points your Inspired gets for buying skills.

& Member of Vulkum's

resistance network 2
You belong to the fringe element of the population

that fights against the Lodge. Not only are you bound

o htlp the anti-Lodge knighrs. which involves grear

risks, but you also have had enough contact with the

draaken involved with them to gain 3 Perfidy points,




y dear _,I";'Fun.ﬁr.

I have traveled _i’:"r a a’lﬂng timae :‘J':rau_g}wui‘ the
dasort nf, Kashe a.lrr_m_q with a strange caravan,
amongst which are concealed some q;lr thase who
bear our ;m_::u. ]':'rgub{rcr, we have crisscrossed the
.J'Icscrf, ,l'::tu:;}r:f .J'I:'.J;J.imns“, .:m.;:lII ,-Er:rul].;:f oul our
pears, T also visited their 3.:r.1:-;l||r:'n, in a small city
named Mosirah, where minarets vise botween the
desert and the sea. There, I was told the story ..-rf
this Domain from the arrival of Suleidin, its foun-
der and prophet, to the terrible Batth: of Stone-
shade. Here are descriptions of the dignitaries of
the Domain and its fascinating sites for your
archives. H"rﬂrmps 5-.'medrﬂ_r.i. ot foo sllmﬂf;u?; the
ot gusts ﬂ_illr the desort wind on wou _Jr.:.zc..‘.

May you one Jﬂy share tea with Albena in the

5|||'|-,-_;|-,:jrg“1 D“fr an oasis. ..

THE TRIBES AND THE SEA

After a long and perilous crossing of the desert, tra-
velers come upon a magnificent natural wonder: the
Scarler Sea. For the mibes thar pause here, it is a source
of great wealth. They catch multicolored fish that they
dry and salt on long canvas sheets full of seawarter. This
food can be kept for several months, and the tribes gene-
rally prepare substantial provisions before returning to
the desert. Some exotic species of fish are valued for the
venom in their stingers, which can be used to concoct
medicines and ointments. The Keshites thoroughly exploit
every product of the sea - seashells become containers,
while algae are plaited into gobds that resemble wicker.
The nomads rarely remain for very long on the coasts,
for they also need water, wood and fruit from the cases.
For nea.rl_'y a millenium, the coast was untouched by
the desert tribes. But early in the the 11th century after
the Eclipse, it was discovered by foreign merchants.
Drawn by the abundant pearls and coral, audacious
caravaneers established temporary cimps around the lar
ger pools of water, Some of these places grew into per
manent rrading posts, and then villages.

THE FOUNDING OF MESIRAH

In the year 1021, an Urgamish merchant named Mesi-
riim went with a rribe to the eastern coasts of the
desert. Together, they discovered a marvelous place bet
ween the Red Hills and the sea, with a natural portand
plenty of fresh water. Mesirium decided o build a city
in this isclated place, and Mesirah became the firstand
eventually the largest of the coastal cities,
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On his second voyage, Mesirium came with many
Urgamish dwarves of the Square, who dug wells to irri-
gate the dry soil and make the site fit for habitation. He
also brought in a team of Keshite divers who retrieved
beautiful pearls and corals from the ocean. After making
his fortune, he purchased large quantities of raw mate-
rials that were transported by ship from the Modehan
Marches. The buccaneers took notice of this new sett-
lement and irs wealthy trade, They sank several Mode-
han ships, but not Ennugh to destroy Mesirah. Once, in
1045, they invaded, bur Mesirium called upon fierce
desert warriors who protected his caravans and rhe city.
Afrer this failure, the buccaneers decided o limit them
selves to a naval blockade.

Attracted by these sunny new lands, some dwarves who
had decided to stay with the merchant developed a form
of architecture adapted to the desert. They built white
palaces with bulbous minarets, featuring magnificent
fountains and canals. Through their etforts, Mesirah
was connected by aqueduct o an oasis thar supplies
water to its magnificent hanging gardens.

The city grew and Mesirium'’s dream was fulfilled, His
caravans scoured the desert, rading pearl and coral

jewels in Urgamand, Janrenia and the Modehan Marches.

But his most important clients were withour a doubt
the medusae from the Widowlands.

Mesirium died in 1056. His most ambitious employees
along with some newcomers established their own com-
panies, and soon rivalries expanded into a full-fledged

trade war. Mesirium's main palace and its outbuildings I

were badly damaged in the conflic. When the war
ended, ten years later, each great family constructed a
new palace (or "seraglio” in Keshite).

Business spread and Mesirah became a flourishing
city, with craftsmen, taverns, a milita and numerous
intrigues. Since this period, the city has been ruled by
a council of the five wealthiest merchants: the “For-
mnes”.

Other cities were built on the same coast: Gebir, Alla-
nah, Suafi and Harkesh, However, none of these is as
grand (or as old) as Mesirah,

A STRANGER

One day, in 1229, a sranger arrived in Mesirah. The
Mesireans might have been curious about this man who
had crossed the desertalone, surviving its myriad dan-
gers, bur the stranger was discreet and did not boase of
his exploits. The Mesireans almost overlooked the gem
set in his forehead. which revealed he was a mage of the
Cipher-sorcerer. More than his Jornist abilities, it was his
talent as a Summer Painter that enabled him tw cross
the desert. His name was Suleidin, and his Flame was
radiant.

He offered his services to one of the five Fortunes,
Hekatum, and soon became, the second in command
ar Pearl Seraglio, Hekarum's flourishing trade company.
All the employees were fond of the fair and generous

SPIRIT: 6/1
Finance: &
Intefligence: 6

SOUL: 772
Diplomatic relations: 7
Magic ability: 7

stranger. They admired him for his talent as a caravaneer.
a rrader and a leader. His advice was wise and he always
skillfully guided the caravans across the desert.

Burt Suleidin had other concerns. He identified, and
then inconspicuously hired, several Inspired from Mesi
rah and the desert mibes. He revealed the nature of their
Flames to them and offered a shelter where they could
rouse it. His first apprentices nicknamed him “the pro-
phet”. He never talked of his past lite, though judging
by the vividness of his Flame, it must have been extra-
ordinary,

Upon the death of Hekatum, Suleidin became the
master of the seraglio.

His secret mission was to hire young Inspired, to pro-
tect them from the arracks of the Masque, and to give
them a haven where they could improve their ralents.
The seraglio’s regular trade acrivities continued and the
majority of the Dullen who were employed rthere never
suspected Suleidin’s true intentions,

The new master sent several Inspired to train ar a
secluded Jornist ribat (see The Ribats’ below) in the
middle of the desert, where he had lived for some fme.
He raught them Inspired Vista opuses, how to fight and
all he knew of the Masque, the Darken, and the Lady of
Fall.

SULEIDIN’S SERAGLIO

Even though Suleidin was the master of the seraglio,
he sometimes left the ogre Haktopek in charge, so thar
he could walk alone in the deserr. One day, he did not
return from one of his escapades, and the nine Inspi-
red who lived in the seraglio at the time sought him
in the desert, They returned empry-handed and held
an emergency meeting. The Inspired decided ta conii-
nue the prophet’s work, and the Pearl Seraglio was
renamed Suleidin’s Seraglio. The Inspired later disco-
vered that their master had left two valuable posses- |




sions behind: a strange mosaic and a Dancer capable
of identifying Inspired

Nearly two centuries later, Inspired, wirth the help a
black fey, Gardeline, who was found by Suleidin in the
Widowlands. still protect these gifts. Today, Gardeline
is the only one remaining from those “grand rimes”
when the prophet guided them. She seems immune to
the Call, and jealously protects Suleidin’s mosaic, the
legacy of her mentor (see below).

The passing of the Dancer from one Jornist to ano-

ther allowed the seraglio w continue Suleidin’s work of

finding and uniting Inspired. Under the cover of made
missions, these quests led Suleidin's heirs deep into
neighboring realms, Occasionally, the missions of recruit
ment and protection gave way to a more aggressive
stance aganst the creatures of the Masque.

«&: The Battle of Stoneshade

The caravan of the seraglio began to help the Madjid
tribes against the Mountaquims who were allied with
the draakens. There were numerous skirmishes in the
desert. and the sands were drenched with draaken and
Inspired blood.

I 1441, i terrible bartle took place between the two
sides. The seraglio’s troop was nearly decimated, and
stx Inspired were killed, but the Madjids won the battle.
The survivors said they witnessed a hooded silhouette,
mounted on a terrifying aal, emerging from a glowing
hale. It was the legendary Prince of Mirages, 4 damned
and a pawn of the Masque. This creature was engaged
by the remaining forces, and Baltasim the giant succee-
ded in wounding it After killing several more Inspired,
the Prince vanished.

The afrer-effects of this batde sill resonate in the his-
tory of the seraglio and of the region, It was named
after Stoneshade, the huge spherical rock loeming above
the battdefield

<& An Encounter in the Desert

The Inspired of the seraglio still hope 1o find some sign
of Suleidin. Several months ago, a small group of them gave
an account of their encounter in the desert with a ghostly
creature enveloped in a nimbus of blue light. They belie-
ved they had found a Luminary - Suleidin’s sublimated
Hame. Unforrunately, Gardeline the fey was not with them,
or she would have been able o identfy her master...
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Geography

MESIRAH

Mesirah is a cosmopolitan city. Keshite is the most
common language spoken there, but Ophidian. Urgamish
or even Mercerin can often be heard

Mesirah was built an a gentle slope leading down ta
the sea. Its center, on the top of a small hill, consists of
the seraglios, built by the dwarves of the Square. The weal-
thiest merchants live here, and this is where the coun-
cil meets. The vest of the aty is a collection of small
white houses, taverns, warehouses, and shops. High
ramparts enclose the city. Qutside. on the north and
south sides, there are numerous tents ser up by visiting
caravans. The west side of the city features the hanging
gardens, and the east side leads to the roast.

«&: The Aqueduct and the Gardens
Mesirah is connected to a distant oasis by an aque-
duct built by the dwarves of the Square. The aqueduct
also supplies half of the houses with drinking warer
| (wells supply the ather half). It also provides fresh water
| for the hanging gardens on the west side of the city
before fowing out into the sea,
| The gardens consist of magnificent promenades, sha-
ded by palm-trees, and reed bridges crossing numerous
smiall canals. The gardens are a picturesque site for lovers
on romantic walks, as well as merchants and diplomarts
| discussing trade matters. Adjacent to the gardens, many
orchards and plantations thrive.

& The Encampments

Two encampments are permanently set up on the
north and south sides of the city. The caravans pirch their
tents here, next (o huge caravanserais that provide food
and lodging for travelers. Many thieves are grareful for
these caravanserais because large quantities of unguar-
ded money are plentiful. Nighttime in these camps is
sife, as long as travelers stay in their tents. Indeed, it is
best to notbump into a thief or a spy searching a newly
arrived caravan.

The day breaks with the bellows of the onagers, which
set the rhythm of the day, These animals are packed in
pens alongside many desert mounts that the breeders

“Tha ether day | snuck inte Gavdeling's retreat while she wasn't there, | mew what you're going to say: |
shouldn't have deng it because they gt me out of my village and offered me 2 new life. They revealed my
frue nature, 50 1 should trust them, Listen, vou do what you want, but | want f2 knew mere about all

this. Yes, | lmow... Hey, why don't you let me finish my story? Once | entered the hideaway, 1 lifted
the carpet. Guess what | found? A beautiful mosaic showing a vecky civque jutting into the ground,
and flying creatures resembling the legendary pheeniyes. | could vaguely distinguish other crea-
fures below When | left the vetreat thraugh the trap deor and ran up the stairs avound the mina-
ret, something really strange happened, | was on 2 mountain road, on the brink of a precipics, |
was frightencd by a bivd that was diving toward me, so | ran back into Gavdeling's room. 'm sure
the mosaic is o Plctureworld created by sur prephet Suleidin! 'm going back there tonight, You coming?
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sell to caravaneers: horses, mules. dromedaries, camels |
and even mme paranders. Most of the poor end up in
this neighborhood as well, hoping to beg some dithems
from the merchants,

& The Wall and the Barracks

Mesirah is protected by a wall, built by the dwarves
on Mesirium’s orders, designed to repel the Bucea-
neers. Today, the ramparts are equipped with modern
trebuchets and ballistae, so the pirates no longer
atrack.

The coundil of the Five Fortunes requires that merchants
contribute to the security of Mesirah, so the army is com-
posed of moops drawn from the privare militias of the |
merchants. A disorganized group of nomads, guides and
watchimen, these conscripts are most at home with the
caravans in the desert. but they have been chosen to serve
a tour of duty in the city. They are led by professional
officers. the Mardjuks.

<& The Bazaar

There are numerous shops throughout the labyrin-
thine streets of this district. The following places will be
of interest to the Inspired:

+ The Djinn’s Right Hand: Old Ibn’ Azar blows glass
here, creating true works of art. He equipped the ram-
parts with three copper telescopes to watch the sea. He
also sells smaller spyglasses to desert travelers.

* Dance with Eternity: Mudijekin, the shopkeeper, sells
all sorts of potions, cintments and drugs, notably aphro-
disiacs. The old satyr also sells spices, medicinal decoe
tions and poisons. Mudjekin creates the finest perfumes
available on the Keshire coast.

* lzelda’s Weapons: This large weapon shop is mana-
ged by lzelda, a temperamental ogress. She sells high-
quality weapons forged by a team of obedient dwarves.
The shop is only a sales outler - the forge is located
elsewhere in the district. This shop only offers melee
weapons.

= Fennec's Eye: For those who swear by missile wea-
pons, the best bows in the city can be found in this
small workshop. The shopkeeper Arkum al Amraz, an old
Madjid hunter, is an expert archer and his bows are
unmatched - especially the short composite bows.

= The Minaretists: This office is always halFull of per-
fumed smoke, and there is a curious spriggan behind a
desk, who spends his fime smoking strange blends of
robacco in a water pipe. This is the only place where the
minaretists can be contacted, A team of spriggans climbs
the rounded minarets to hunt Dancers. who love 1o
twirl among the spires. The Dancers are then here to be
sold.

« Al Afhrat’s Pandemoniuni: In his shop, overlooking
the bazaar, al Afhrat sells inks and archives connivances,
Since dernonology is an uncommon practice in Mesirah,
this advocarus diaboli manages all the connivances signed
in the city, and he generally deals more with strangers |
than with Mesireans, He also possesses @ small library |

of forbidden books, that he would be willing to lend ro
a Mesiran desiring to learn the ways of the Abyss.

OF course, there are many other shops in the bazaar,
It is said that anything can be bartered in Mesirah.

& The Port

Mesirah has a deep-water port, but the oty doesn't
use it because of the proximity of Buccaneer Haven and
the threat of piracy (trading by land is customary, more
profitable, and less dangerous), The coast is lined with
small pontoons where barks and other small boats are
moored. The barks are used by the coral and pearl divers,
Maore solid boats are used for harpoen fishing. The local
fishermen prize the whale-calves that gather near the
coast for their delicious flesh and gray amber (used n
perfumery).

Numerous taverns, where divers go to refresh them-
selves after a hard day's work, are located on the water-
front, The majority of the divers are Madjid nomads
who left their ibes for obscure reasons, They are uni-
red by an incredibly strong solidarity that grows as they
face the perils of the sea on daily basis. The Inspired
should aveid getting into trouble with them lest they
soon have an entire neighborhood up in arms.

<& The Seraglios

The dwarves of the Square built these small but huxu-
rious palaces on a hill in the cenrer of the ciry. They are
usually covered with marble and mosaics. Paved streets
lead up to the palaces. and the streets are broken up into
long steps that even large mounts can ascend. Elegant
fountains are interspersed berween the buildings — the
perfect meeting places for resident merchants to nego-
fate contracts with their dients,

Most seraglios are equipped with treasure rooms,
usually fitted with devious booby-traps designed by the
dwarves of the Square. They have minarets that look
down onto the winding streets of Mesirah, enabling the
merchants to monitor their employees and compeni-
tors through a few well-placed spyglasses. Certain mer-
chants even issue their orders from their seraglio, sending
commands down to their staff in the warehouse via a
mechanical system of small cords on pulleys. Other
methods, such as mirror codes and trained monkeys, are
also used.




“Oh, yep, me friend: tha stene, 'fis full of emptiness.
Tis tha fault of tha dwaves, ya can beliey’ €1 njar.
Va bet they didn't frust tha boss Mesimium, Hey! ﬁﬂu
the narghile over te me.., o, tha lil’ Squnmfell);s iy
loads d'tunmels that connect all the treasur’ rooms, D'ya
believe that? They're suppesed thave hopped it with
the merchant's money at tha first threat, Clova Wil'
auys! Well, not that much, ‘cos they left a plan
before leavin’, And d'va Imew where? In the |

: merchant council, of cowrse! YVa knew | wors
S ked there before? So? Why don't | use it?
S Well, 'cos my only leg min't encdab fo allow |
W me fo g0 foskin’ around in tunnels, Here's
my deal: the plan for two hundred dri-
hems,, What d'ya think?

In the center of this neighborhood, stands the Great
Seraglio; a spectacular palace where the council of the
Fortunes meets beneath a golden cupola, a symbol of
the great power of money in Mesirah.

SULEIDIN'S SERAGLIO

c& The Outer Buildings

The main activity of the seraglio is the manufacture
of coral and pearl goods, In order to accomplish this,
the seraglio is composed of:

A warehouse on the waterfront where the rough coral
is stocked. The seraglio employs many fishermen, pearl
divers, and small groups of sailors who hunt coral.

A workshop in the bazaar quarter in which jewelers
work. It is managed by a Dull named Mussa el” Sarkif,
who supervises a dozen employees and apprentices.

A small shop in the bazaar. Only a fraction of their
production is sold here; the majority of the seraglio’s
goods are exported. The shopkeeper, a satyr named
Corallin, is a talented chagmer who uses his gifcon weal-
thy customers.

To accommodate the seraglio’s caravan when itis in |
town, there are also many fents and a paddock in the
encampment on the outskirts of the city,

ch The Great Seraglio
The palace is built around an interior courtyard from
which huge palm-trees rise. It is composed of many
rooms, including a refectory, a rraining room and a
small library. Over fifty people live here when the cara-
van is in Mesirah, but only twenty when it is not

One wing is reserved for the management of the
Domain's wealth. The office of its present ruler, the
spriggan Sipsum the Sly, is dutrered with poufs, carpers.
cushions and curtains. The accounts of the seraglio.
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always carefully calculated, are hidden in this messy
office. Several carpets veil a rap-door thar leads to the
treasure room, where a small quantity of pearls are stoc-
ked as well as a couple of coffers of dirhems. Today, the
seraglio’s finances are in rather good shape.

The most unusual place in the seraglio is the mina-
ret's top floor. A long time ago, Suleidin lived there
alone. When he disappeared, his disciples discovered
the mosaic he left on the floor. This rmoom is now Gar-
deline’s retreat. and she conceals the moesaic under a sil-
ken cloth

SULEIDIN'S CARAVAN

Unlike most caravans, this one always changes dest-
nation. As the goods it conveys are rather light, itis very
mobile, and its mission is always changing. It is gene-
rally composed of & hundred people, amongst whom
there are fewer than ten Inspired. The present caravaneer
is Albena, who is seconded by Helicius the mage and Bal-
tasim the giant (see “People of Note' for more informa-
tion}. As the goods they transport are priceless, all the
employees must know how to fight. The staff is mainly
composed of Madjid warriors who are completely devo-
ted since the caravan helps their tribes against the Moun-
taguims. There are also four scours (including three
sprites), an accountant, and a cook.

The caravan regularly passes by the following sites:

oo Qaysaria

The caravan often hales in this city of tents tharis rai-
sed once a year by the desert tribes. This is a great cen-
ter of rrade, and itis the best place in Keshe to talk with
the nomad tribes, to negoriare agreements with others
merchants... and to find and hire Inspired.

«& The Ribats

A ribat is a fortress built to enclose an oasis. Cipher-
sorcerer academies have been established in some of
these and Suleidin’s caravan often visits them. Some
Inspired have chosen ribats to study or meditare, and
the caravan picks them up or leaves them in their ribar
as needed. The following examples describe several ribats:

The Sirocco Ribat is a Jornist academy located in a
deep valley at the foot of the mountains, The wind
blowing across the valley raises sandstorms that enclose
the fortress. From the top of the watchtowers. the Jor
nists toss their Dancers into the wind and observe
their acrobarics,

The Mirage Court is an Eclipsist ribat built on the
ruins of a Flamboyant temple. Numerous heroes and
prophets are buried beneath the sand. The mages here
regularly see ghasts miming scenes from the past, ree
nacting their long-forgotten exploits. The ghasts are
only mirages, but the mages have established this ribat
to study them, Some even say that. on very hot days,
one can see an ancient battle - an echo of the War of
the Eternals.



The Ribat of the Sun is the only Obscuranust academy

Even though the other ||1:1pil'ﬁ1 respect her, they know

in the desert. The mages research the use of fire and | her old age has made her go mad. However, certain

hear for Dancer rormure. Atop the minarets, small groups
of students study Dancers they have atached to burning
hot copper plates. In the caves of the ribar, Dancers are
frequenty branded or thrown into furnaces.

People of Note

GARDELINE

Gardeline is an extremely old black fey. She is the anly

surviving apprentice of Suleidin, and she bears the |

memory of the seraglio.

Gardeline lives as a recluse ar the top of the minarer.
from which she studies the rays of the sun that shine
on her master's mosaic. When she discovered the mosaic,
she became obsessed with it, Two hundred years later,
she is still meditating on it. For brief periods, she some
rimes disappears into the Pictureworld, When she retums,
her speech is incoherent for a short tme.

apprentices stll come to her o study the Art. and their
patience is always rewarded because Gardeline is an
expert.

SIPSUM THE SLY

This spriggan rules the seraglio and is one of the five
Fortunes who govern the city. He only rarely travels to
the desert for he prefers the busy streets of Mesirah,
and he loves to listen ro the latest rumors. Even though
he can seem extravagant, and is a ruthless negotiator, he
is a high-minded person who loathes brutality and
always helps the poor.

A native of Mesirah, in his youth Sipsum was placed
by his parents in the Mirage Court. Here he studied the
mirages of the Flamboyance and learmed many useful
spells. He was noticed by the caravan and his Inspired
nature was revealed, Once he returned to Mesirah, his
enthusiasm for urban life helped him rise to power
amidst the palace schemers.

At night, Sipsurn sometimes leaves for the rooftops to
hunt Dancers with the minaretists. This is how he cap-




Race: spriggan Secondary attributes Assets & faulis

Origin: Mesirah (Keshite AlM: 9 Master of the seraglio (5); Eidetic
Empire) ART: - memory (3) Insensitiee: bad taste
Sex: male ASC: 5 (-1}, Soft-heaned (-2)
Age: 58 DB 0
Height: 4’2" (SIZ -1) HEP: 30 Combat
Weight: 103 Ibs, SWT: 13 Initiative: 80 Bl ¢
MOV: 3 CWT: 19 Melee attack: main gauche 12
Distance attack: =
Attributes ek Fortune poinis: 2 Melee defense:
Flarme: 110 Flame powers: none Docdge: 14
Darkening: 0 Parry: main gauche 15
Body: 1/0 Perfidy: 0 Distance defense: 7
Body bonus: +1
AGL G Shills: Ascendancy:
PER: 10 Trials: Weapon (main gauche) 4,  Eclipsist Ascendancy APT: 12
S5TA: 3 Climb {spe.: walls) 6. Dodge 4
S5TR: 5 Rogue: Acrobatics 4. Disguise 9, ‘Spells:
Gambling 2 Hunt (spe.: Dancers}5. See through a wall (10); Bolt (10
Spirit: 1/0 Intrigue 7. Legerdemaln 5, Locks-  Failse trail (10)
Spirit bonus: +1 mith 5, Stealth 6
INT: 7 Knowledge: Alphaber: Septen- Typical quote:
WIL: 4 trian 5, Language: Keshite 7, Law 5.  “My dear friend. [ am certain my
Season: spring 5 last offer vwill satisty you. Lets say
Soul: 1/0 Courtly: Diplomacy 5. Etiquette 100 dirhems per cask of rough
Soul bonus: +1 (merchants) 5, Fast talk &, Steward- coral... this price includes. of
CHA: 8 ship 8, Trade 5. Traditions: Keshite 7 course, the delivery, Belleve me,
CRE: 1 Occult: Cipher-sorcerer 2. Dancer  the journey to your caliphate s long
lore 4, Resonance: Eclipsist 5 -anid dangerous. Oh, please sign right
here...”
Weapon Imit, Att. Def. Dam. sS1z
Main gauche Q o +3 +1( -
Armor: none ?. :




tured his own Dancer. When he has to leave Mesirah on
an adventure, he is seconded by Corallin, a saryr, whoe
is also Inspired

ALBENA

Mounted on her thoroughbred, Albena leads the hun-
dred men of Suleidin’s caravan across the desert. She has
long red hair and her white skin shines under the bla-
ring sun. Unlike the others, who are always robed and
turbaned, Albena’s skin is strangely resistant to the sun

This Inspired was born as a slave in Scarletstone manor,
but was fortuitously freed by the caravan. Ever since, she
tends to be antagonistic roward any medusa she encoun-
ters. Albena is an expert swashbuckler and archer, and
she is known to frequent Arkum al Ramaz’s shop

Two years ago. Albena and some others saw a Lumi-
nary in the desert. This EXperience u_'h.]ng;'d her deeply
and she decided to learn magic. She became Gardeline's
appren nce
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Heucius

Helicius s a lugubrious young man, generally concea-
led within @ dark-blue cloak. His large hood hides his
face as well as his Dancer. His eyes seem to perceive
much more than ordinary mortals.

A native of the Urgamish forests, he was spotted when
the caravan passed by his woodcurrer's village. As soon
as the mages in the caravan realized his empathy with
Dancers, they sent him o the Sirocco Ribat to train as
a Jornist. He now takes care of Suleidin's Dancer (the
one capable of seeing Flames), His role is to spot any Ins-
pired the caravan mighr encounter

Helicius is secretive and gloomy, especially since he was
cornered by a draaken ambush, Leaving the ribar to
recover his Dancer after it had been carried far away by

[ the wind, he was taken prisoner. An expedition from the

seraglio, supported by a Nazir clan, rescued him from
the cave in which he was imprisoned. Suleidin’s Dancer
had already returned to the seraglio; Helicius was mar-

ALBENA

Race: human Secondary attributes Assets & faults
Origin: Scarletstone Manor AIM: 7 Master caravaneer (4), Immunity io
(Widowlands) ART: 6 hear (2), Luminary encounter: Soul
Sex: female ASC; - {5), Flaring remper (especially with
Age: 25 DB: o medusae) (-2), Phobia; snakes (-4)
Height: 5'7° (S1Z 0) HP: 59
Weight: 130 Ibs. MEL: 8 Combat
MOV: 3 SWT: 19 Initiative: IS

CWT: 29 Melee atiack: Sﬂﬁer_ 16, Whip 15
Attributes —= Distance attack: bow 18
Flame: 1/0 Fortune points: 2 Melee defense:

Flame powers: none Dodge: 14
Body: 1/0 Darkening: 0 Parry; Saber 16
Body bonus: 41 Perfidy: 0 Distance defense: 7
AGl: 9
PER: 6 Skills: Opus
STA: 9 Trials: Weapon (bow) 10, Weapon  Extend life
STR: 6 {whip) 4. Weapon (saber) 6. Alern-

niess 6. Athletics 4. Dodge 6, Ride 8,  Mount
Spirit: 1/0 Survival: desert & A magnificent white thoroughbred
Spirit honus: +1 Rogue: Hunt 4 horse
INT: & Knowledge: Alphaben Seplen-
WIL: 5 trian 5, Astronomy 4, Language:  Typical quotes "Wake up compa-

Keshite 6. Language: Ophidian 5,  nlons! A long journey awaiis. Be
Soul: 2/0 Season: SLmmer 5 brave. and tonight you'll be bathing
Soul bonus: +2 Courtly: Painting 2, Stewardship6,  in the shade of the Kalbar oasis
CHA: 7 Trade 5, Traditions: Keshite 6 pajm-trees. Lers go!”
CRE: 6 Occult: Vista 3
Weapons Init. Att.Def. Dam. ‘S1Z Range
Composite how +4 o - +810) 1] o0y,
Saber +1 +1 #1 +4 (I1S) a -
Short compasite bow (mounted). +4 0 - +4 (1 -1 80 y.
Whip ) -1 3 0 +4 (N “ Q =

F

Armor: partial studded leather (penalty -2, protection 5)
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keed by his imprisonment, and is planning his revenge, 1 .
During his detention, he met his imp and is now quiedy ﬂt’ﬂguis

on his way to the Abyss (s¢e ‘Intrigues’ for more infor-
marion ),

& Baltasim

Mearly thirty years ago, the caravan stopped close to
a d in of wild giants and the seraglio’s previous Jornist
perceived the Flame of an Inspired. Balrasim, a young
fair-haired giant, was mesmerized by their story, and joi-
ned them afrer taking leave of his family.

Suleidin’s caravan found him ar the right moment. For
the past few months, he had been dreaming of an abject
and threatening creature waiting for him in the north
of the desert. Baltasim met the creature, the Prince of
Mirages, some twenty years later at the Bacle of Sto-
neshade. This exceptional fighter led a detachment against
this Damned thar was manipulating the draaken and the
Mountaquims. There, he foughr and even wounded
(thanks to a Fortune point) the Prince of Mirages, who
disappeared in his cloak. The giant, one of the few sur-
vivors of the battle, swore to kill him one day...

Baltasim is almost certainly the seraglio’s most expe-
rienced warrior. He trains his companions and buys
their weapaons at lzelda’s shop. His training sessions are
quite add for he does not fight with his smaller students
but only assists them with his gigantic height.

r
THE SERAGLIO™S ACTIVITIES
The seraglio’s most lucrative activities are the pearl and
coral trade. Most people are unaware of the caravan’s
(rue purpose

| v&c The Quest of the Inspired

The seraglio’s main quest has always been, with the assis-
tance of Suleidin’s Dancer, to find and train Inspired.

The caravan seeks them in various places, induding Mesi-
rah, amongst the Madjid and gianr tribes of the desert, in
every oasis and ribar, amongst the Ophidian slaves, and
at the Urgamish, Janrenian and Mercerin borders

The Dullen whisper that Albena and Sipsum are plan-
ning to tour the Twilight Realms on an expedition that
would last more than a year

¢& The Dancer Trade

The Mesirah minarerists do not have many customers
for their Dancers in the desert city because most Keshite
mages are cloistered in isolated academies. The friend-
ship between the minaretists and Sipsum has engende-
red an entirely new trade,
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Suleidin’s caravan secretly transports Dancers to the |
academies. The minaretists trust the caravan’s mages to
sell their Dancers and do not leave Mesirah.

&> Other Domains

The nomadic nature of the caravan ensures frequent
contact with other Domains. {Eminence, the caravan
can be a convenient way for you to tie together isola-
ted stories in this book,). Certain Inspired only stay
briefly in the seraglio before leaving for other Domains.
Eyhidiaz, for example, was rescued from an Ophidian
manor by lzun, a Concordist spriggan, and trained in
Ascendancy in an academy in the desert.

Recently. Albena was contacted by Melfinio, the Scar-
lerstone bastard, who is soliciting her help against the
twin medusae. The young woman has accepted, (See
the Drama 'Ophidian Tragedy’, p. 118, for more details.)

BALTASIM

PAWNS OF THE MASQUE

«& The Dim Claw

The Masque holds the entire northern region of the desert
under his sway. His stronghold is Dim Claw, a peak rising
in the middle of the desert near the Draaken Mountains.

Dim Claw is controlled by a Damned known as the
Prince of Mirages (see "The Prince of Mirages' below).
This dreaded site was, for a long time, unexplored ter-
ritory, Many adventurers who amempted to enter its laby-
rinthine ulu.h.‘tgml.l.ruj have disappeared, Several years ago,
the Prince of Mirages discovered thar the disappearances
were due to a dormant dragon whose stench and uncons-
cious magic overpowered even the bravest adventurers,

A draaken horde joined the Prince and is working on

awakening the Wonder. They live in the grottos of the
peak and are immune to the beast's spell.

The second group in the peak is composed of a Moun-
taquim tribe. They live on the slopes of the mountain
and are nor aware of the dragon. The Prince has pro-

Race: giant Secondary attributes imarmu&m
Origin: Keshite Empire AM: 4
Sex: male TART. - ﬂm-ﬂm!ﬁMW
Age: 68 ASC: - ran (5), Heavy sleeper (-1), Savage
Height: 13'6" (SIZ +3) DB: +31 I‘.-SJ. Blinding (Perfidy sorrow)
Weight: 1371 Ibs. HP; 149
MOV:8 “sgﬁﬁ . Cumliut 3
48 - -
Attributes CWT. 74 Inmams:m;bpml-_mqmum
Flame: 1/0 - 11, tower 5, ballista 14, boulder 11
Fortune points: 2 Melee attack: giant sword L7, giant
Body: 21 Flame powers; none axe 19, tower. 12
Body bonus: +1 Darkening: 0 Distance artack: ballista 13, boulder 11
AGLES Perfidy: 11 *.Ieﬁdeﬁzns&
PER: 5 Dodge; 5
STA: 14 Shills Parry: giant sword 17, giant axe 11,
STR: 17 mWe&uMﬂim tower 20
pon (giant sword) 9, Weapon Distance defense 2
Spirit: 1/0 (giant axe) 5, Weapon (ballista) 7,
Spirit bonus: +1 Weapon (shield) 6, Alertness 3, Typical quote;
INT: 5 Athletics 7, Climb 4. Dodge 4. First '
WIL: 8 aid 4. Survival (spe.: desert) 8 “Hi lilboy! Welcome to the burning
Rogue: Hunt 5 Beware, for under the brigh-
Soul: 1/0 Inoﬂﬂdﬁhﬁmil.m-. “lurk the deepest sha-
Soul bonus: +1 wuage: Keshite 5, Season:
CHA: 4 summer 5, Sirategy 9 -
CRE: 5 Courtly: Traditions: Keshite 5
Weapons Init. At Def. Dam..
Ballista +5 41 = +16(0)
Boulder 2 +1 E ;
Giant axe +2 0 -t 43(S)
Giant sword +3 +1 +1 +39{5T#
Tower -4 S | +5 +33(C)
Armor; leather vest (penalty -3, protection 5) »




mised them a decisive victory over the Madjids, and
they often artack the tribes with the support of the dras-
kens,

Some pixies live on the ridge of the peak and deliver
the Prince’'s messages throughour the Twilight Realms,

cho A Threat from the Sea

In Mesirah, the presence of the Masque is more subtle
On the open sea, a group of morganas lives on a large
promontory emerging from the water. Though the site
is far from porr, it is ill-reputed and fishermen avoid
it. When they dare to come close, the morganas appear
to them as sirens and help them find good spors for
fishing. They always threaten the fishermen to keep

furure assistance.

USING THIS DOMAIN WITH

"KING OF SPRING™

The Drama will be centered on the city of Mesirah.
Melif will be somewhere in the Draaken Mountains,
When the sprites take power in Act Two, the cara-
wvan of the seraglio will be immaobilized in the city.
The Inspired will be forced to take action, for their
way of life is threatened by the sprites: Meanwhile,
the Princes of Mirages will certainly nor te
Selent’s wiles —they detest each other. The Prince of
Mirages might even support the Inspired against his
enemy with troops or information:

In his mountain city, an ancient caliph, whose name
is now forgotten, kept a large harem. One day. his
men brought him & new concubine, Denarzade. She
was beautiful and the caliph immediately tell in love
with her. She refused hin, and he would not oblige
her for her favors because he loved her so much,
He summoned an old sage who offered 1o make a
gruesome pact with him. The caliph would be able
1o seduce provided that he eat the heart
of a slave. The caliph did so and went ta Denarza-
de’s bedroom. The next morning, he did not remem-
ber anything from the night before, The old sage
then showed him images of that night in & mirror;
he had made love 1o her but then she had him drink
from a Philter of Oblivion. The caliph killed another
slave and compelled the sage to perform his magic
once again. Again, he awoke without remembering
the night before. This sequence of events wentona
thousand and one nights,

This is how the caliph sold his Flame to the Masque,
snd became the Prince of Mirages, Denarzade disap-
peared. but some say she was a morgana illusionist
enslaved by the Masque, and 1oday she roams the
Keshite Empire in the guise of an old man...

silent abour their existence or they will not provide

THE LEGEND OF THE PRINCE OF @
MIRAGES

As they seem friendly, the fishermen share the latest
rumors anél gossip, and the morganas pass on impor-
tant information ro the Prince of Mirages. Thus the
morganas have wormed themselves into the minds of
all the Mesireans they meet, and they are now ready to
manipulate these people. No one in the seraglio is aware
of this plot.

o HEIiﬁIlS

The most dangerous threat to the seraglio’s Inspired
will comes from within. The seraglio has always been pro-
tected from the influence of the Masque by Suleidin’s
Dancer, which is able to discern the Flame, bright or dark,
of an Inspired. When someone is tempted, the others
help the victim resist

But when Helicius was imprisoned and tortured by
the draakens, his mind opened to some hideous ruths,
and so the mage who bears the Dancer has been begui-
led by the Darken. Thanks to his imp and 1o Al Afh-
rat, Helicius has been developing his knowledge of
demonology. He is torn between the power of his old
art and the darkening within him. One thing is cer-
tain: if Helicius noticed another Inspired developing
his dark Flame., he would not warn the rest of the
seraglio...

SULEIDIN

The Luminary that the Mesiran Inspired met two years
ago is their founder and prophet, Suleidin,

Since he left for the last time, he has been wandering
Harmundia, searching for answers to mystical questions.
He recently returned to the desert to see what became
of his inheritors.

His main quest is to preserve the ephemeral Flames
of the phoenixes. The mosaic hie left behind is a Pictu-
reworld connected with ather Flamboyant elder art
opuses. It is possible to travel from one to another, and
encounter imprisoned Prodigies. However. these Pictu-
reworlds are dangerous, Gardelme’s madness is 2 conse-
quence of her travels inside the mosaic, Suleidin wanes
to guide new Inspired into these ancient worlds in
order for the phoenixes to tell them the secrer of their
Flames.

He will then ask the Inspired to build a sanctuary in
a specific locanion in the desert. where phoenixes come
on the first days of summer. The Inspired will perform
a complicated ritual where the Phoenixes are sacrificed
for their lames.

Suleidin will then tell them to go to the Council of
the Decans so that they can present these incredibly
powerful Flames to new Inspired,

The Masque will most certainly attempt to hinder
Suleidin’s plans...

These events will be detailed in The Bestiary. to be
published in November 2001,
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Inside the Seraglio

The Mesiran Inspired are often novices whose nature
was revealed by Sulefdin’s Dancer. Four key characters
listed above are suggested, but you are free to create
your own Inspired. Here are several specific assers you
can use for Mesiran Inspired.

OFFICES

«& Master of the seraglio (5, unique)

You are the ruler of the seraglio. You are in charge of
its finances and the budget for the various needs of the
seraglios wages, equipment, goods, mounts, etc. You
decide of the quantities and of the types of the goods
the seraglio buys, sells and transports. However, you
have enough work ta let the caravaneers take care of the
trade routes,

When the finances are good (Spirit bonus higher
than 5), a representative of the seraglio has a sear among
the Five Fortunes of Mesirah, and your advice is weighed
on all decisions raken by the council. When you leave on
an adventure, your second is in charge of the seraglio.

Several people may lay daim to this Office at once,
and the seraglio must vote for its master. In such a case,
the character with the highest Stewardship skill should
be chosen.

<& Suleidin’s inheritor (4, unique)

You must be a talented Jornist to obrain this Office.
(Perhaps you studied in the Sirocco Ribat.) You now bear
the propher’s Dancer, through which you can discern

| Fames and Dark Flames. Your function is to spor new
| Inspired and to keep an eye on the Mesiran Inspired...

«& Caravaneer (4, unique)

You are at the head of Suléidin’s caravan, You plan the
itineraries and the encampments. You have many contacts
in the numerous places you have visited, especially
among Keshite tribes and in Cipher ribats,

EVENTS

& Encounter with the Luminary (5)

You were among the small group of Inspired who saw
a Luminary two years ago in the desert. You are convin-
ced it was Suleidin, even though the other members of
the seraglio are skeptical. His presence deeply marked you.
You gain 1 point in Bady. Spirit or Soul,

& Stoneshade Veteran (5)

You are one of the few survivors of the Battle of Sto-
neshade. The entire seraglio admires you. You encoun-
tered the Prince of Mirages and the memory tortures
you (WIL roll DIF 15 or else 1d10 Corruption with the
associated Perfidy Sorrows). Nonetheless, you have lear
ned much from the experience (5 IP to share between
Trials and Aspects),

Note: This asser is often counterbalanced with fanles
sich as ‘Missing limb', ‘Phobia’ or ‘Lame

& Sojourn in the Mosaic (5)

You entered the prophet’s mosaic, either secretly or
with Gardeline’s assent. Here you encountered a phoe
nix that grazed a part of your body with its wing. You
gain 1 point in Spirir, saul or Body.




reatings to you, Eminence.

The j::lﬂ.‘u:'.r'ug report comaes _f;'r.u:u ana crf our bre-
thren, who has J‘i]‘,llfr.lllfmff'ﬂ: the Jrrj'gfl'.lezt ranks .3_{ the
!T_Fh.rn_:.!r'u:alr Province. It mentions issucs rl,lr uu]'lf.f‘ﬂry
significance that are rather a.i’i.si‘r.:.-tsr'ng.

Once again, the Enumy shows us his talent Jlt.‘-rr
doceit and -;.Jc.‘p!i.m. J"\"nh'lu'ug seems untoward at
firs.! _.J|'I.|J=h"..1, ot the situation is critical and could
rr.u'?ap_-.'u at any Hime. 'ﬁfm.;.r:;llr I am aware nf.‘gu;mr
priorities, and |'r,|Ir the duties ._'-_,IIr the .!'n.spimar that
help Wou in our ﬂi'-'r:r:;_.?ﬂ', it is of the utmost
urgency to have one of us acting in this Domain
to restore order to what has become arrfy a chi-
mara r.'l'_fél S”CI'IF.

Take heart, Ly brother! And mray the Muses ;:clrp
o and HOurs i the battle into which their
Flames take them f.::dlay. ¥

The history of Holy Post dares back ro the erection of
the Wall of Faith. As s incredible fortyess was
construcred under the artentive gaze of its architects, a
need arase for an annex where the adwiniseration and
management of the flow of people to and from the
Wall could vccur. The Fontiff commandeered an abbey
located ar the inrersection of the area’s main roads,
ind turned it imto a fortified town. The abbey'’s selec-
rion was not random. Locired om the main road o
Abysm, it had always been a stapover for diplomars
and travelers going ro this city. It became an important
reading post and a cenrer for proselytizing Sainr
Noven's religion, and the steady increase of these
diverse activities soon led toa need o make the place
dn atrenomeus adotinistrative unit. This s how the
Domain of Hﬂfr Fosr was creared.

The higher levels of the Donain's administration are
roday in the hands of the Masque, The state of affairs ©s
critical, as the Darken almost took possession of the
place a few pears ago (see Recenr Evenrs' below),
Having wsed these times of rouble to insinuate itself
the Eneny now has great lidden ifluence in Haly Post,
itid nobody suspects the danger to the Demain

'}fisfory

Situared far from the calamiries thar have shaken the
Twilight Realms during their history, Holy Post has
always thrived. Bur 35 years ago, the Fonrift's crusade
to help the invasion of Urgamand by Janrenia provo-
ked renewed activity in all the heavily militarized areas
of the realm. Though they were confined to the Province’s
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barder, Holy Post did not escape the effects of the cru-
sade. The crusaders” return afrer their defear at the hand
of Agone of Roundrock compelled the Pontff to reor-
ganize the military. Many commancding officers were dis-
missed and replaced with younger, more energetic rivals,
This renewal was very beneficial ta Holy Post, whose old
prelate-abbor, the master of the Domain. lefr his office
1o a young vicar as ambirious as he was efficient: Coren-
tin of Siamee, Under his |1..1.ti|.l5h||.1 military adminis-
tration was greatly improved, and a commercial
infrastructure was built, induding caravanserais and
luxury inns to accommodate rich merchants on their way
to Abysm

A TumuLTuous PROSPERITY

This oprimizarion of the area’s potential did not hap-
pen smoothly, as the young prelate-abbor began his
career lacking experience. The quiet srupor that was the
mark of his pn;ﬂecﬂ.:.ur s rule pushed him to solidify his
position by starting his reforms with a tew colorful acts.
With this in mind, he diverted, ar grear expense, the flow
of an underground river to supply porable water to the
town and turn its drained bed into a natural sewer sys-
tem. Though this enterprise did much to sanitize Holy
Post, it also turned the neighboring forest into a trea-
cherous swamp, as the diverted river flowed unchecked
through it. The Forest of Saint Marthiew, south of the
town, is now a marshy and nearly impenetrable place,
ruined by the unforseen side effects of this enterprise,
Yer the works bore their fruits, and to this day the town
enjoys running water and an effective sewer system.

As the disturbances caused by this affair were settling
down at last, the most disastrous consequences of the
recent invasion of Urgamand by Janrenia affected the pro
vince. Thousands of refugees who had fled the war a few
years earlier were granted sanctuary in the realm (whose
authorities were happy to get so many new souls to
convert to Saint Noven's religion). But the crusade led
by the Pontiff and its catastrophic results for the coun
try relegared these unfortunates’ problems behind more
pressing martters, The excess population was heaped
inside insalubrious camps throughout the Province,
Within the next few years, these ramshackle shanty-
towns became hotbeds of famine. Revolts sporadically
erupred, and the Liturgist army - in the throes of its own
reforms - was hard pressed to stifle them. This situation
degenerated further, when terrible epidemics spread
through the camps, and from there brought plague o
the whole country. As it lacked a camp, Holy Post was
spared the disease. But Corentin of Stamee took irupon
himself to help one camp located not roo far from the
Domain, in the backcountry, He skillfully seized rhe
advantages this opportunity could bring. First, the sur-
vivors, mostly orphaned children, were raised inside the
abbey. They received a strict military educanion that tur-
ned them into elite soldiers, many of whom became
the abbot's personal guards, devored to him body and |

HOLY POST

Realm: Liturgical Province
Ruler: Corentin of Siamee

Strength: 5 Inspired and 000 Diillen (only about
hﬂf in residence)

SPIRIT: 5/1

Finance: 8
Information: 5

SOUL: 4/6

Magical ability: 4
Diplomatic relations: 5

soul. Second, the ruined camp was rebuiltand annexed
to Holy Post with the Pontiff's authorization. Colossal
work was done to convert the camp into a village cal-

led Woepass, whose purpose was to supply the abbey
in the event of a siege. Most of the labor consisted of
building an underground tunnel linking the village 1o
the abbey. This daring project broughr great honor to
Holy Post, and occasioned a visit from the Ponoff him-
self, but it also stirred irs neighbor’s jealousy. Ronand
of Emvernilles lost the portion of his lands where the
camp used to be, and he was severely admonished by
the Pontiff for failing to manage the crisis properly.
Small wonder then that, five years later, he supported
the vicars of Holy Fost when they revolted against the
prelate-abbor,

Emboldened by Emvernilles” promises, a small party
of seditious vicars mried 1o assassinate Corentin of Sia
mee. He was caught completely unawares and had to
retreat with his personal guard to the sewers and tun-
nels beneath his Domain. Having foreseen this, Ranand

| of Emvernilles attacked him from behind by entering the

underground from the Woepass tunnel. The prelate-
abbot escaped only by hiding in the farthest depths of
the cavern network. His enemies held the town for a week.
But as they were about to cut down Corentin's last men
in the wnnels, they were betrayed by the papulation of
Woepass, which revolted under the leadership of the local
bourgeoisie. Corentin of Siamee's rule had so gready
improved the lor of the merchants and innkeepers that
they led an uprising in his name and succeeded in thro
wing the traitors out of the Domain.

The unespected men of events put an end to this sad
episode. Corentin’s men executed most of the maitors,
though a few escaped or were pardoned. The Prelate of
Ermviernilles returned to his Domain, where his son now
rules under the devoted scrutiny of the Inguisition.
Most of the bourgeoisie, who showed such faithfulness
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to the prelate-abbot, were rewarded with prizes and
ritles, and are now a force to be reckoned with when
managing the town's civic affairs.

RECENT EVENTS

Since the vicars' revolt, six years of relative calm pas-
sedd. Though they were not completely peaceful. no major
troubles hindered the operations of Holy Post during this
nme.

The tranguility allowed the prelate-abbat to reaffirm
his authority over the place. In order to do sp, he set to

the Domain. This marshy area had a sinister reputation,
and frightful stories abounded. He sent the local troops
to, as he put it, “return to Marthieu the sanctity that
belongs to him™. The peaple’s attention promptly shif
ted from the recent uprising. to focus on occurrences
in the swanip. The parties that crisscrossed the forest came
across an abandoned chapel dating back to the arrival
of the Liurgists, As it now sheltered a small community
of black feys, the place was deemed an evil den of witches,
The soldiers ransacked ir, slew all the black feys, and
terched the buildings to let the fire purify the grounds.
This is when other seasonlings of the forest manifes-

ted themselves. A sprite by the name of Khewin and a
few of his companions started harassing the travelers or
the villagers who entered the forest unprotected. Today,
this band of outlaws is stll a thorn in Corennin's side,
as they make the forest and surrounding roads more dan-
gerous than they used to be,

Firally, less than two years ago, Evil (which means the
Masque, of course) tried to invade. Using the sewers to
insinuate themselves into the heart of the ciry, fiendish
creatures wrought havoe in Holy Post so as to disorga-

nize the military and allow their brethren from the
Horns to fight their way over the Wall of Faith. Losses
were heavy, but the vicious attack was repelled.

Despire these few unwelcome events, Holy Fost, thanks
to thirry years under Corentin of Siamee, is acknow-
ledged as an exemplary Domain all over the Liturgical
Province.

Geography

The Domain of Holy Post is mughly circular. The town
built around the stronghold-abbey stands in its center.
It is a short day’s march (three to four leagues) to the
borders on all sides. The Domain includes the woods to
the south of the rown, and fortified towers by every road

work on the Forest of Saint Matthieu to the south of
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running through the town mark the Domain's limits.
Additionally, two dependencies are attached to Holy
Post: the village of Woepass, located one league beyond
the Domain’s borders, and the Fort of the First Saints.

The Forest of Saint Matthiew, named after the crusa-
der who converted this pagan area into a land devoted
to Saint Noven, is little exploited by the Domain's deni-
zens, Made impracticable by the swamps, it does howe-
ver hold the comvent of the Sisters of the Holy Threnodies,
as well as a calvary dedicated to those who died protecting
the Domain against the Evil from the Homs. It is also
the haven of the Grass Flag. a seasonling community that
strives against the Liturgist hegemony in the area. The
stronghold-abbey is the center of Holy Post. The origi-
nal building has often been expanded [hmuqlmu'[ its his-
tory and has evolved into a true forress. The various inns,
shops, and warehouses that were constructed around it
have macde a true town out of this refuge on the fringes
of the cvilized world.

THE TOWN

Built on a hilltop, the buildings of Holy Post are pac-
ked close together. The underground network where the
river used to flow has dried up and is today widely
exploited by the town's authorinies. These tunnels inter-
connect the entire Domain, but are not all accessible.
Many are used for the sewer system tharallows the cin-
zens to remain relatively healthy despite overcrowding,
Orhers were blocked off by thick stone walls and serve
as extensions to the Abbey (dungeons, maining rooms,
erc.) The tunnel from Woepass apens into one of these
extensions, Finally, most of the caves and munnels, sl
largely unexplored, are not used by anyone and reach very
deep and very far, probably well beyond the Domain’s
borders.

The high rampart protecting the town is a reminder
to the inhabitants thar they live in an unsafe land. From
the outside, passing raveler can'see only the massive cross
of Noven crowning the Abbey's roof. Once they are past
the grear doors, the atmosphere in the town is surpri-
singly cosmopolitan. Close to the great doors are the cara-
vanserais, similar to those found in the faraway Empire
of Keshe, set up to accommodate caravans going to
Abysm. Going up the main street that leads into the for-
tress, these enormous campsites feature & multitude of
shops, inns, and taverns where all sorts of strange goods
from every corner of the Twilight Realms may be found.
The narrow streets of this quarter are interspersed with
fountains and small plazas, and it is pleasing to stroll
here in the evening, Half the population of Holy Fost is
made up of temporary residents (diplomars, ravelers.
pilgrims, etc.). The local Liturgicals, composed of the
stationed military and the bourgeoisie, enforce a strict
discipline. Any deviation from the proper behavior is
punished by eviction, though money allows those who
have it to bend many laws.

The many soldiers on leave make Holy Posta lively place.
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Because of ther, prostitution is tolerated (an exception
in the Liturgical Provinee). Additionally, due to the many
foreigners passing through, the town has become a
showcase for Noven's religion. Priests that are masters
in the art of rhetoric ceaselessly scour the streets with
the sole purpose of gaining new converts. Muring some
of the teners of Noven's religion 1o achieve their goal is
na problem for them, Every trick is arrayed to convert
the unbelievers, though the essence of Liturgical philo-
sophy is a bit lacking. Local merchants take advanrage
of this situation, hawking a host of holy relics (notably
glass crosses) supposedly gifted with powers to repel Evil
under its many guises, or to grant miraculous good for-
tune to their bearers.

<A The Stronghold-Abbey

This holy place is the administranive. religious, and
military center of the town. The clergymen here live in
seclusion under the turelage of the prelare-abbor. Coren-
tin of Siamee. The abbey is far from worldly thought, and
the seclusion is only broken briefly every morning, when
oursiders are granted access to the foyer for the holy rites.
The rest of the complex is strictly reserved for the war-
rior-monks. In the internal organization, each compo-
nent has access only to the places and informarion ir
needs, The prelate-abbot and his counselors are the only
ones with a comprehensive overview of how the place
is run. This state of affair, which is enforced for secunity
reasons, is made possible by the compartmentalized
archirecture of the Abbey, full of entryways and corri
dors monitored by the prelate-abbot’s personal guards.

In addition to its secular section, the abbey includes
a military hospital that welcomes unfortunate soldiers
from the Wall of Faith. The skirmishes on this sensinive
front bring in an overwhelming number of wounded and,
many chaplains have been traumatized by the horrors
they have had to face. The rest of the building is devo
ted ro the Domain's administration, and lodgings and
training fcilities for the military umits stationed in Holy
Post.

& The Marsh-Forest and its Surroun-
dings

It has now been almaost thirty years since the river that
once flowed in the underground caves started pouring
out into the forest, The luxurious vegetation typical of
the area's woods has slowly turned into a fecund swamp.
This simtion only gets worse as the years go by, The
variety of animals in the forest has diminished, nmlnng
room for (or fleeing from) pests and assorted vermin
that carry a plethora of infectious diseases.

Unsafe for mravellers, this swamp is the subject of
scores of frightening legends and rumors, and is now
deemed, mostly in error, to be the source of all the
Domain’s problems. For the majoriry, the forestis a cur-
sed place, To allay paranoia, the Pontiff chose this place
to build the nunnery of the Hely Threnodies. The nuns
are in charge of Holy Post's hmplldl But, sequestered
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behind the heavy walls of their convent. the sisters are
up to an altogether different kind of acrivity...

The rest of the Domain is much more welcoming, The
rolling green countryside is pleasant for travel. The roads
are well-kept and designed for the passage of enormous
caravans that supply Abysm year round. Still, winters can
be harsh and the plains are blankered with snow half
the year. Local authorities keep the roads clear and orga-
nize hunting parties o keep famished predators away
from travelers

«&: The Outposts

These towers stand at the Domain’s border. by every
road passing through Holy Post. Fermanently occupied
by at least six heavily armed soldiers and a few trained
canores, tolls and customs duties are charged ar these
heavy-walled three-story edifices. Most have stables hol
ding a few good steeds the guards can use ta warn the
town in case of an emergency. Should there be imme
diate danger, the sentinels atop the tower can drop
heavy rocks ro block the road.

In addition to the soldiers, the rowers usually house
a steward in charge of keeping a ledger of whar goes in
and out of the territory. Sometimes one or two Edlip
sists provide additional protection, most notably on the
road to Abysm, which is raversed by many shady cha-
racters who make the Liturgicals suspicious.

& Khewin and the Troglodytes of the
Grass Flag
This band of seasonlings is set up in the heart of the
forest, inside a minety-foor tall cliff riddled with useful
grattoes. The plice was formed by the draining of the




subterranean river. which used to exit the ground here | it Though there are a few wild rumors about the convent,
in a series of waterfalls before its flow was diverted. The | the mystery it holds has not yet been discovered. The nuns
cliff has now been comfortably sertled, and provides | are renowned by the people of Holy Post because of the
the sprites’crew with a safe and isolated lair, unknown | hospice they maintain in the town,
to anyone else. [ The Nunnery of the Holy Threnodies actually has a
The fact that these grottoes are connected with the | serious military purpose. The Mother Superior. who
underground network has enabled the outlaws to get to | founded the convent, is an Artuned. She has gathered a
know it quite well. They use the runnels to grow deadly | body of women sensitive to Scansion. Under |t|.*r guidance,
mushrooms to poison their weapons, and to move steal thiis group is developing a choir to perform a very pecu-

thily about the Domain. liar kind of sacred music, The promising results abtai-
ned so far lead one to believe that in due time the Holy
«#: The Nunnery of Holy Threnodies Threnodies will be able ro grant boundless courage 1o

lsolated in the depths of the Forest of Saint Matthieu, | the troops of the Liturgical army, and to strike fear into
this convenr is a fortified building entirely closed 1o the | the hearts of their enemies on the bartlefield.
outside world. Only the nuns assigned to it can access |
& The Ruins of the “Devil Chapel”

This building housed the black feys that were slaugh-
tered by the local Inquisition a few years ago. They were
locked in the cellar and burnt alive, The stone of the buil-
ding, which had been given life by the black feys, also
perished in the fire, and froze in strange postures thar
depict its suffering. The locals are terrified by the place,
even though it was never used by evil powers. Isolated,
discreet. and easy to defend, itwould make a perfect Sanc-
tuary for any Inspired bothering to investigate. They

wotild have to defy local superstitions but Sanctuaries
are scarce in this area, where the forces of the Masque
are more abundant than they seem
What would become of such a stone if it were
brought back ra life roday?

THE DEPENDENCIES

<& The Fort of the First Saints
This is the administrative office of the
Wall of Faith. s workers are in charge of
apportioning and coordinating the roops
stationed along the wall, keeping an accoun
of the roops going in or out, and revie-
wing the communications between that
front and the rest of the Province. Holy
Post directly supervises the office, This

is also the place where explorers and
adventurers, desiring to take on the
Homms and unearth their treasures. can
,obtain an authorization to pass the wall.

& The Village of Woepass
Directly linked to the town by the tun
nel leading to the Abbey's cellar, Woepass
is a small village typic al of the Liturgical
g Province. It holds many huge granaries
J and barns containing an impressive
amount of supplies. The peasants
working here are in Holy Post's
employ and have no ownership

over what they till or herd
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Corentin of Siamee



People of Note

CORENTIN OF SIAMEE,
THE PRELATE-ABBOT

As tall as he is lean, Corentin has an imperious gaze
and a dark complexion. Constantly surrounded by four
impressive bodyguards, he is domineering and charis-
matic, Hiding deep inside the caverns ;lurnu_ the Vicar's
revolt he became an agent of the Masque when he suc-
cumbed to the charms of the morgana, Analan. He has
since been working discreetly for his new master, for
example by organizing the invasion of evil creatures two
years ago. Only his personal guards know of his sinis-
ter allegiance, and they assist him in his corrupt crusade.

Some of his chamberlains wonder abour his noctur-
nal activities and the huge amounts of money that go
missing from the abbey's accouits. Bur none have dared
to investigate their suspicions

CORENTIN OF SIAMEE

ANALAN, THE DARK LOVER

A native of the Horns, Analan is a very busy creature of
the Masque. This morgana lived in the subterranean grot-
toes long before the river :h.ingui its course. When the
prelate-abbot fled the Vicars' revolr, she seduced him. Afrer-
wards, as events shifted in her love slave’s favor, she helped
him set up the threar that now looms over Holy Post.

A ereature of unsurpassable beauty, Analan never
leaves the deepest reaches of the lelcmuund riverbed.
She is as self-cenrered as she s beautiful, and believes
only the Masque himself deserves to be her lover. She
hopes to attract his attention by using Corentin to rake
control of the Domain, She is a very unstable and cruel
creature. Her madness stems from the fact that she has
never left the subrerranean depths, and has been mar-
ked by Perfidy for countless years,

KHEWIN, LEADER OF THE GRASS FLAG

This charismaric and revengeful sprite is full of him-
self. He is the kind of person who systematically confronts
anything thart resists him. He has sworn to avenge the

Race: human Secondary atuributes Assets, Faults, Gifis, and Sorrows:
Age: 51 AIM; & Famous (1), Lord (5}, Doggedness
Height: 64" (S1Z 0) MEL: 5 (Perfidy gift), Dark secret (2), Cruelty
Weight: 165 Ibs. HP: 50 (Perfidy sorrow), Lewdness (Perfidy
MV: 3 SWT: 16 sorrow), Yenomous blood (Perdidy
CWT.25 sorrow). Spiteful (Perfidy sorrow].
Attributes DB:G Grandiloquence (Perfidy sarrow),
Flame: 0/ Hypocrisy (Perfidy sotrow), Evil rea-
Fortune points: 0 dings (Perfidy sorraw), Heart of
Body: 0/1 . Flame powers: none stone (Perfidy sorrow). Bragging
Body bonus: +1 Darkness: 3 {Perfidy sorrow)
AGHity: 5 Perfidy: 74
PERception: 7 Combat
STAmina: 6 Shills: Initiative: 13, Sword 14, Shield 10,
STRength: 6 Courtly: Diplomacy 8, Elo- Rapieris
quence b, Etiquette: Liturgist nobi-  Melee attack- Sword 15, Shield 14,
Spirit: 0/8 lity 8, Fast-talk 4, Stewardship @,  Rapier 16
Spirit bonas: +8 Traditions: Linurgical province 6 Ranged anack: -
INTelligence: 10 Knowledge: Alphaben Armgardic 9,  Melee defense:
WiLlpower: 8 Cult: Saint Noven’s religion 8, Geo-  Dodge: 11
graphy 5, History & legends (spe:  Parry: Sword 15, Shield 18, Rapier 15
Soul: 0/0 the Horns) 5, Language: Sacred Ranged defense: 5
Soul bonus. 0 tongue 8, Law 8, Strategy 9
CHArisma: 9 Rogue: Intrigue (spe: corruption) &
CREativity: 7 Trials: Dodge 5, Ride 6. Weapon:  Typical quote:
Sword 8 Weapon: Shield 8§ Wea- "Know that | am Holy Post. | shall
pon: Rapler 7 never allow outsiders to meddle in
Occult: Cipher lore 2, Demonologyd  matters that | deem personal.”
Sword +1 +1 +1 +4 (S 0
Enight shield =3 a +4 +1C) 0
Rapier +2 . ti +1 43 Q
Armor: noneg




eneranion of seasonlings who were persecuted by the

Lirurgy. He suspects the dark designs of Corentin and is
realizing he needs the help of other Inspired to tackle
such an adversary. He is as hardheaded as he is shorr-
tempered, but is nonetheless a skilled warrior. He muay
be an obstacle for anyone desiring to fight the Masque
in the area who does not join his band and submir 1o
his authority,

still, he can be a good ally ro have. The seasonlings
he leads know enough abour the area, its organiza-
tion, and its denizens, to stand a chance against the
prelate-abbot

OTHER REeSIDENTS OF Hory Post

& Octrase, seller of religious memora-
bilia

This converted Keshite is more or less crazy. Dressed
in rags, he lives as a vagrant, wandering at length in the
forest before coming back o town o rest. Known and
respected by the natives, he has become an integral part
of the local folklore. He peddles religious paraphernalia
such as crosses and statuettes of Saint Noven. Mu.'nrfling

to him, all these objects are incredibly precious and
imbued with prodigious virmues, This has as of yet not
been verified...

iAo Aldebert, local innkeeper

Grinning under a thick moustache, Aldebert is the
owner of an establishmenrt prized by diplomats and
other wealthy travelers. This former vicar is serious
and rigorous in managing his inn, and the quality
offered remains as high as the prices asked for. His wife
and three sons help him keep “The Gates of Abysm”
with an iron hand. His glorious military record as a
defender of the Wall ensures a steady patronage of sol
diers, who come to listen to his stories unnl late into
the night.

Aldebert enjoys his work and performs his trade with
a discipline drilled into him during years of service in
the Poniiff's army, He is honest, welcoming, and friendly.
But as he pus his honor as a patrior before all, he is some-
times hostile to travelers, refusing food and lodging to
seasonlings or other dubious characters

Race: human Secondary attributes pon: Sword 8, Weapon: Shield 8,
Age: 49 Weapon: Horseman lance 7
Height: 59" (512 0) AIM: 4
Weight: 212 Ibs. MEL: & Assets, Faults, Gifts, and Sor-
MYV 3 HP: 48 rows: -

SWT- 16 -
Attributes CWT: 24 Combat
Flame- 0/0 DB =1
Initiative: 9, Sword 10
Body: 0/0 - Fortune poinis: 0 Melee auach: Sword 14
Body bonus: © Flame powers: noneg Ranged anacl:; -
AGHIty: 4 Darkness: 0 Melee defense:
STAmina: 7 ; Parry: Sword 14
STRength: & Shills: Ranged defense: 4
Spirit: 0/0 Courtly: Craft: Cooking 4. Eii- Typical quote:
Spirit bonus: 0 quette 5, Stewardship 3, Trade 3,
INTelligence: 6 Traditions: Liturgical province 5 “Welcome, traveler. Come have a
Willpower: 5 Knowledge: Alphabet: Armgardic 3.+  seat by the fire. The monsters in
Culr: Saint Noven 5, Geography 3. yourservice can sperid the night in
Soul: 0o History & legends 5, Law 2 the stables out back,.. Your com-
Soul bonus: 0 Rogue: Gambling 5 panions!? Good sir, | pray you. do
CHArisma: 6 Trials: Alertness 5. Athletics 4. not jest.,”
CREativity: 2 Dodge 6, First Aid 3. Ride 7, Wea-

Weapon Imit. Att. Def. Dam. SIZ
Sword +1 +1 +1 +5(5/1) -
Armor: leather, vest only (penalty -1, prot. 2) E




Race: morgana

Age: 31

Weight: 115 Ibs.
MYV 3

Attributes
Flame: Q2

Body: 0/2
Body bonus: +2
AGllity: &
PERception: 7
STAmina: 5
STRength: 5

Spirit: 0/0
Spirit bonus: 0
INTelligence: 6
WiLlpower: 8

Height: 5’6" (SI1Z 0)

Soul: &/3

SDLLI bC‘-]"II.lE: +5
CHArisma: 13
CREativity: 4

Secondary attributes
AM: 6

MEL: 5

HP: 50

SWT- 16

CWT: 25

Db: O

Fortune points: 0
Flame powers: none
Darkness: 0
Perfidy: 58

Skills:
Courtly: Diplomacy 6, Eloquence 9,
Etiquette 5, Fast talk 8

Knowledge: Alphabe: Armgardic @,
Cult 2, Geography 3, Season: Fall 5,
Strategs 3

Rogue: Conceal 4. Disguise 3.
Intrigue 10, Poisons 6, Stealth 4
Trials: Alertness 7, Athletics 9,
Dodge 7, Survival 4

Occult: Demonalogy 4

Assets, Faults, Gifts,

and Sorrows:

Cruelty, Deformity (2 pairs of breasts),
Venomous blood, Heart of stone,
Hypocrisy (all Pertidy sorrcwes)

Combat
Her beauty is by far her best wea-
por.

Armor: none

Race: sprite Secondary attribules Dodpe 6, First Ald 3, Ride 7. Wea-
Age: 54 AIM: 8 pon: Dagger 8, Weapon: Shield 8.
Height: 4'3" (SIZ -1) MEL: 7 Weapon: Sprite how 9
Weight: 73 Ibs. HP: 41 Oceult: Cipher lore 1, Demonology 3
MV 2 SWT: 13

CWT: 20 Assets, Faults, Gifis,
Attributes DB -1 and Sorrows:
Flame: 1/0 Famous (1), M-repute (1)

Fortune points: 2
Body: 1/0 -4 Flame powers: none Combat
Body bonus: +1 Darkness: 0 Initiative: 17, Dagger 17, Buckler 14,
AGlliry: 9 Perfidy: 4 Sprite bow 21
PERception: 7 Melee antack: Dagger 18, Buckler 16
STAmina: 5 Shills: Ranged attack: Sprite bow 17
STRength: 3 Courtly: Eloquence 5, Steward- Melee defense:

shipt, Traditions: Liturgical pro- Dodge: 15
Spirit: 1/0 wince § Parry: Dagger 16. Buckler 19
Spirit bonus: +1 Enowledge: Alphabet: Armgardic 3, Ranged defense: 7
INTelligence: 8 Astronomy 5, Geography 7. History
WiLlpower: 8 & legends 2, Law 3, Plant lore (spe:. Typical quote:

mushrooms) 5. Season: Spring 5. 1 will have no restas jong as | live,
Soul: 1/0 Strategy 7 _ that's for sure. It will take more than
Soul bonus: +1 Rogue: Hunt 6. Stealth (spe: & lifetime to do justice by the Chil-
CHArisma: 6 marsh) 5 drn of the Seasons in the realm of
CREativity: 5 Trials: Alertness 5, Athletics 4. Nowen.”
Weapon Imit. Att. Def. Dam. S1Z
Dagger o +2 o} afn -1
Buckler -3 0 +5 -1 {C) -1
Sprite bow +4 0 - +2(l -8
Armor: leather, vest only (penalty -1, prot. 2) 1\‘




OCTRASE

Race: human Soul: 0/0 WCN&’S&MM:IE.
Age: 64 ‘Saul bonus: 0 ‘nﬁmmphﬂﬂmsr&w!
Height: 5’3" (SIZ 0) CHArisma: 6
Weight: 128 Ibs. CREativiry: 4 ‘nﬂm&lma FHE!ARIS Sur-
MV: 3 M{spa cities) 5, Weapon: Sling 4
" Satpudary atiibEtEs
Attributes AIM: 5 . - mmm
Flame: 0/0 MEL: 4 mdw:fa
HP: 44
Body: 0/0 = SWT: 14 Combat
Body bonus: 0 CWT: 22 In any fight. Octrase will flee if pos-
AGllity: 4 DB:D -sible, or shout his prayers while
PERception: 6 waiting to be killed.
STAmina: 5 Fortune points: 0 N
STRength: 5 Flame powers: nong Typical quote:
Darkness: 7 "Woe and disgrace, stranger! The
Spirit: 0/0 Perfidy: 9 demons have their eyes set on you
Spirit bonus: 0 That iswhy Noven put me on your
INTelligence: 6 Skills: path, Come; let me see if L have a
Willparwer: 5 Courtly: Eloquence 7, Fast talk 7,  relic to save vour soul”
Trade 5, Traditions: Keshite 5

Intrigues

THE RoT SETS IN

With every passing day, Corentin of Siamee's love for
Analan corrupts Holy Post a lirtle further. Choosing his
victims well, the prelate-abbot is slowly preparing 1o
put the inhabitants of the Domain under the Masque’s
influence. His converts operate with a zealous belief in
their imperviousness, This growing group gathers after
dark in the sewers, whergdmpious rinuals are performed
under Corentin’s leadership. These allow him to cement
his control and fanaticize these lost souls. The Eclipsists
from his personal guard help turn these ceremonies into
spectacular affairs,

The corrupted prelate-abbor also knows the deeper
tunnels and used them, with the help of an advocatus
diaboli from Abysm he had won over, as passages for
the demons that artacked the town two years ago. The
purpose behind this first assaulr was ro test the poren-
tial of the forces he could bring to bear upon the town
The simultaneous artack from the Horns was only a
diversion. The next attack will be much more severe, as
he intends to array an entire army to seize the town
from below.

Knowing he can strike a decisive blow against the Mas-
que’s enemies, he is commitming everything to this pro-
ject. and might even reveal his mrue hature if need be.

| KHEWIN

Miserable, famished, and bitter, Khewin's gang is hos-
tile to the Liturgy, most specifically to the town of Holy
Post. While trying to undermine the town, they picked
up on the trail of the prelate-abbot. From then on, their
activities have quickly evolved, under the guidance of their
leader’s Flame.

The seascnlings of the Grass Flag know the town is

| menaced by an almost palpable threat, but they are
ignorant of the Enemy’s nature. They regularly fnvest-

| gate the town at night to find our whart is happening.
They cannot figure out how the creatures of the Masque

| invaded the Domain two years ago, since the subterra-
nean tunnels do not reach the Horns. They have yer to
discover the chambers occupied by Corentin’s army of
darkness, and those where he gathers his unholy wor-
shippers.

<& Mushrooms of the Grass Flag

The years spent in the swamped forest have allowed
the seasonlings to cultivate a rare and deadly variery of
luminescent mushrooms. They use them to prepare a
decoction for their weapons, which prevents a victims
blood from coagulating, This glowing reddish paste cove-
ring their blades makes them very intimidating and
gives them a strong advantage when confronting Litur-
| gist soldiers during night raids

When applied on an open wound, the mushroom

paste causes a burning sensation and an additional point

of damage. Healing a wound caused by a weapon coa-

ted with this substance takes twice as long as a normal

wound.



THE NUNS™ MAsS GRAVE

The Holy Threnodies’ research in Tune unfortunarely
requires quite a number of sacrifices, as the wild power
of their techniques can have devastating consequences
on the minds of their recipients. This is why the nuns
secretly turned some of the patients of the hospice into
guinea pigs for their experiments. The bodies of their
unlucky victims are dumped into a mass grave not far
from the convent, after decapitation and the removal of
any distincrive features have made identification impos-
sible.

These morally questionable practices have been gran-
ted the Pontiff's blessing, as he sets great store by the
success of the Holy Threnodies’ work. Hence the prelare-
abbot has been directly ordered to dispose swifily of
anyone who might discover the dark side of this research.

Playing in theHoly Post

ASSETS

<& Hero of the Wall of Faith 2
A brilliant action during one of the assaults on the Wall
from the Horns earned you many honors, If you are still
at the same position, it is with a superior rank. In Holy
Post. you are listened to and respected by most citizens.

¢ Orphaned survivor of Woepass 3

You are respected in the Domain. The strict military |

education you received in the stronghold-abbey turned
you into an elite soldier, and the cost to purchase wea-

pon skills is lowered by one point during character crea-

tion. You come and go as you please in many sectors of
the fortress and know a lot of the residents, including
some high-ranking stewards.

& Participant in the black fey slaughter|
This experience gave you some knowledge of the Forest

of Saint Matthiew and irs tortuous paths, You have the

specialization Marshes in your Survival skill,

USING THIS DOMAIN WITH

"KING OF SPRING”

convent. One of t
if they get inta

Mmdﬂ*ﬂﬁmnmdﬂubhkm
to adapt. The Merry Holt will become a clearing in
the Farest of Saint Matthieu, a couple of miles from
the nunnery of Holy Threnodies. Their knowledige
of Scansion and Tune will enable them to survive the
attack of the sprites without having 1o leave the
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«&: Member of Khewin’s gang
2 (known member)
or 4 (secret accumpli:ﬂ
Whether or not you had any choice in the marter, you
are involved in the forest seasonlings’ revolt. Either a full-
ledged member of their community or a sympathizer
infiltrated in the town, you can count on the support
of the children of the Seasons in times of trouble (and
vice versa)

¢ Supporter of Siamee
against Emvernilles 3
Since the revolt of the vicars, you have been purt in
charge of part of the town's management. Your influence
can be over any sector you want except for anything
connected to the military. This Office gives you great sta-
tus in the city, and you benefit from a good network of
relations and substantial revenues.

FauLts

& Resident foreigner 1

As you are nor a follower of Saint Noven's religion,
and you have rroubles fitting into local society. You
are systematically kepr at bay from the social life of
the city's permanent residents. Though you are not
excluded outright, people see you as a bloodsucking
exploiter

& Felonious Vicar 5

You lost faith in Siamee a few years ago. Since you
haven't fled, that means the prelate-abbor has forgiven
you, but most of Holy Fost’s inhabitants hate you, and
you will never be truly safe here

<& Wall of Faith veteran 2

The scars you inherited from fighting the horrors from
the Horns have put a stop to your career. If you are still
in the army, your wounds (-1 to AGI) or your mental
trauma (+3 to Perfidy) prevent you from ever again
being reinstared in any risky position (choose one or the
other penaley).

even help the Inspired.




I cannat stress ..1r1-1:-,3f? the need to vmpfny the
Free Blades. 1 grﬁ.r are a iﬂqu and ejﬁﬁciﬂrf unit,
and their cxperience in the :irrr:ggl'lv against the
demons has endowed them with R iaph'm.f@
that o would not ﬁ'rm'l elsewhere, Moreover, the
men have m"r:-dys had g-.*-.rar contacts within the
Cipher-sorcerer.

Ever since the death L'r_l'!- their leader, the Free
Blades have returned ta their base in the ;:'mi:s.
We will prﬂ!‘u‘.n'!ﬂ'l_u have to a‘lu:sigim!..' a new leader
far the troap.

The ::r'.'rnllag..' ql'r.-!l}'lrr.'rn.'rrf, with its supersiitions
inhabitants and its absalute calm, is not the ideal
gite _f:1r a troop of mercenaries. After mrr:aurj.r Feve-
ral months .1,Ir. r'.:l'lfuuﬂ_:_-:. ! oary much doubt f.l'rh!f the
Free Blades will consent to remain much fnu:?.-r

:.::r'hr: no contract,

Yours in the secret :r-"ur_u ql'r the eminences,
Daldric Great-Sword

History

LEONARD ALGRIESS

In 1106, shortly after the foundation of the Merce-
nary Republic, a4 grear warrior named Leonard Algriess
took control of Abhorrent Peaks, a deep valley halfway
beeween Orkhane and Darkdream. The region fascina-
ted this mercenary with its strange charm and sereniry,
Leonard built a castellany next to a village perched on
the back of a recumbent Rankchard (see AGONE rule-
book, p. 50). He then married a young maiden of the
region and took on the title of Lord of Abhorrent Peaks.

He had a single son, who succeeded him. The dynasty
of the Abhorrents was founded.

From then on. each Lord of Abhorrent Feaks would
marry a girl from the village and have a single son.

While the Lords of Abhorrent sought adventure and
performed many feats that honored their line, the Ladies
of Abhorrent stayed in the stronghold to raise the heirs.

THE FRee BLADES

In 1213, George of Abhorrent disappeared for over a
year in the Draaken Mountains, Upon his return, he had
completely changed. He was the first Inspired of the
Abhorrent line, and therefore aspired 1o be more than
a mere Lord, He founded a troop of mercenaries, the
Free Blades, composed of bath men and women. Citi
zens of the republic and foreigners alike were chosen for
their courage and loyalty.
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The Free Blades became a powerful weapon for the
Abhorrents. Thus, the lord could be involved in several
intrigues at once, accept mercenary contracts and glo-
rify his name. '

THE AFARVALE CONSPIRACY

In 1320, the Free Blades were contracted by a group
of invokers. the Afarvale Conspiracy, whose purpose was
to take over Darkdream by controlling the manatees
that keep the city alloat. Luke of Abhorrent, who had
been informed of the situation by an eminence grise,
found a way to betray his employers without breaking
his contract. In 50 doing, Luke fell into the good graces
of the Cipher-sorcerer order, but also became hated by
invokers. Since then, the Free Blades have focused on the
struggle against the demons. The Cipher-sorcerer has
always supported them as much as possible, by provi
ding a mage or a Censor when needed.

SIEGR

the tradition of his ancestors. After a long stay in
Urgamand, he returned to Abhorrent Peaks with a
spouse, Lady leanne. She bore four children, two of
whom died in their early childhood. Thus ar his death,
Siegr had two heirs - Michael, the elder, and Julie, the
younger,

In 1438, a demonic raid on Abhorrent Peaks resulred
in the death of Lady Jeanne. Siegr was grief-stricken. He
wrapped himself in silence, and refused o leave the for-
tress from thar time on

At 24, Michael became the head of the Free Blades.

RECENT EVENTS

Eleven years later, during a mission in the Modehan
marches, Michael was disesmboweled by a mad alcheron,
He had no wife, and no heir.

The Free Blades have now returned to Abhorrent Peaks
They have been recuperating and awaiting a new leader
for the last three months,

Geography

THE VALLEY

Surrounded by hills, the Abhorrent valley is divided
by a river teeming with fish, the Ceruleate, and also by
a road that connects Redmoon o the Modehan Marches.
On the north bank of the Ceruleate, a Rankchard lying
on his abdomen forms a hill, the sides of which are
covered with vineyards,

The valley benefits from a mild climare, extremely rare
in the Mercenary Republic. The fauna and flora are
abundant and diversified

ABHORRENT

Realm: Republic
Ruler: Republic, Siegr of Abhorrent is officially
“mayor” of Abhorrent Peaks.

Strength: 4 Inspired and 1,200 Dullen.

BODY: 52

Army: 5 (with the Blades)5 (without them)
Defense: 5
Organization: 3
SPIRIT: 40

Finance: 5
Information: 4

i
P

SOUL: 30

Magical ability; 5
Diplomatic relations: 3

THE VILLAGE

Siegr of Abhorrent was the first Lord to break with |

The village of Abhorrent Peaks was built on the back
of the Rankchard. The village existed before the arrival
of Leonard Algriess and the canstruction of the castle,
On the main square, which is crossed by the main road,
there is a well, a tavern and a general store (owned by
an old couple of wealthy spriggans who were exiled
from Redmoaon).

In addition to the usual provisions. the village produces
an excellent wine. abhorrence, irs most precious com-

! imodiry,

L‘-I!'r'fL'i.iH_'l,'. the Lord of Abhorrent is the "elected” mayor
of the village. In reality, a secret pact has bound the
inhabitans to the family of Abhorrent for centuries.

Traditionally, the Lady of Abhorrentis the Great Drui-
dess, keeper of a pagan cult to which all in the Domain
are devoted, She is the guardian of the Cornutus, an
ancient artifact thar is the driving force behind the story
of the Abhorrent family. A druidess can only bear one
male child who will survive until he reaches adulthood.
She musr choose a woman from among the villagers
who will succeed her, and marry the nexr Lord

The Culr of Narture is secretive. Only the inhabitants
of the village are aware of the existence of the druidess
and of the Cornurus. The villagers are simply repured ro
have strange traditions. For example, they celebrate each
solstice and equinex with festivals, They pin a differen:
obiect on their door for each season: a piece of learher
in spring, a flower in summer, a dead leaf in fall and a
teather in winter. Passing foreigners usually consider
these maditions groundless superstinons.




THE STRONGHOLD

On the east side of the village, between the Rankchard’s
shoulder blades, stands the stronghold of Abhorrent. It
is a simple edifice consisting of an enceinte, an inner
courtyard with a well, a main building, two outlying buil
dings and three towers. Usually, only the Abhorrent family
and several servants live in the fortress. But it also houses
the Free Blades when they are in the Domain, In the event
of a conflict. all the villagers could find shelter in the
stronghold; the problem would then be feeding everyone,

People of Note

SIEGR OF ABHORRENT

The seventy-year-old Lord of Abhorrent is completely
senile. He was the first to break the tradition of the
Abhorrent family, and he paid dearly for it. His beloved
is dead and his 1."|'I|'||' surviving child is threatened. He lost
his mind trying to save his wife from the demons. He
has moments of lucidity during which he atremprs o
stand against Orchiel, but these are rare. He now awaits
his death. His only reason to hold onto life is his daugh-
terJulie, whom he dearly loves: occasionally, he believes
she is his wife Jeanne. Officially, the Free Blades belong

to him, and will become the property of his heir at his
death, As Siegr refuses to leave the stronghold, he is
supposed o designate someone to lead the mercenaries,
Maost of the time, he doesn't even seem to be aware of
Michael's death, and the need to keep the Free Blades
enthusiastic and ready o fight escapes him completely.

ORCHIEL

Officially, this old woman is the fortress housekeeper
who kL*r.'ps an eye on the servants of the Abhorrent Eaimily.
In fact, because of her stanus as druidess, she rules over all
the villagers, She should have married Siegr, but as he had
already met a spouse during his wanderings, she indul-
ged herself by seducing him one nightand obraining a child
fromn him. In her desire for revenge against him, she tur-
ned 1o the Darkness, Ten years ago, she established contact
with the current leadership of the Afarvale Conspiracy
Her dark intrigues conflict with her devotion to the Cult
of Nature; as her mind s also affected by the Cornutus,
she is afflicred by nervous breakdowns. This is why she only

rarely performs invocation, and always in secret. She cau-
sed the death of the two infants, of Lady Jeanne (with the
help of the conspirators) and of Michael (more or less
directly). Instead of spending her time finding a villager
worthy of becoming the new druidess, Orchiel, racked
with vengefulness since Julie's return, is plotting to kill her.




THe CORNUTUS

This object resembles a leather ball the size of a fist
(quite like a withered heart) from which rwo small
sharp wooden horns emerge

The Cornutus throbs when it comes in contact with
any living being; moreover, it will immediately absorb
any drop of blood that touches it

Inicially, it was a minor relic of the Flamboyance. It
was later enchanted into a powerful artifact by a very
potent Concordist who was enamored with one of the
first druidesses. This double enchantment makes it
unique.

The powers of the Cornutus can only be 11'1gg¢*|‘?¢1 by
its keeper, the druidess, rhl'uugh rituals devoted to the
Cult of Marture,

ORCHIEL

ARAS

Aras is the son of Siegr and Orchiel, and heir of the
Abhorrent line. But publicly, his father is Grandon, a vil
lager who died ten years ago. Orchiel has neglected him,
though she convinced herself that she is carrying out her
reprisals for his sake.

Aras is completely unaware of his true origin and of
his mother's demonic scheming. He considers her, as
the druidess, Nature's vessel. He knows that she some-
times has fitful sleeps, but he thinks that these are
caused by flashbacks to a demon artack twelve years
ago. He stays up with her during her nightmares and
sleepwalking Firs.

In spite of his respect for his mother, Aras is eager to
leave Abhorrent Peaks. He wishes to join the Free Blades,

Race; human SWT: 15 Assets, Gifts
Age: 56 CWT. 25 Experienced imp. Circle 1 & I Invo-
Height: 547 (SIZ 0) Blackness: 4 king, Office (druidess)
Weight: 128 Ibs.
MOV: 3 Fortune points: 0 Faults, Sorrows
Flame powers: none Mischievous demon, Nightmares.
Attributes Darkening: 42 Sleepwalking, Trickster
Combat "
Body: 0/2 . Skills: Injtative: 14
Body bonus: -2 Knowledge: Alphabet (Mercerin)2.  Melee attack: cane 14
AGL & Astronomy 2, Beast lored, Cult (the  Distance attack: -
PER: & Culrof Nature; spe.: ceremonies) 10, Melee defense: -
STA: 5 Geography 3. History & legends 5. Dodge: 14
S5TR: 4 Language (Mercerin) 7. Language  Parry: cane 12
{Keshite) 3, Law 2, Medicine 4, Plant  Distance defense: 7
Spirit: /2 lore 6, Surgery 4
Spirit bonus: -2 Trials: Weapon (cane) 4. Aleriness 4. Blackness: 4
INT: & Athletics 4, Dodge 6, First aid 8 Invocation APTitude: 10
WIL: 9 Courtly: Diplomacy 3. Eloquence 6,
Etiquette (peasanis) 5, Fast mlk{spe.:  Typical quote:
Soul: 8/0 pretend 1o be harmiess) 7, Ste-
Soul bonus: 0 wardship 5. Trade 2, Traditions (Mer-  “The Lord is not able to welcome
CHA: 6 cerin) 5 you, for he is Il but please follow
CRE: 4 Rogue: Conceal 2, Hum_.i;i"' mie 1o the guest rooms. Call for me
Intrigue 3, Poisons 5, Stealthd ~ ifever you need anything, Twill do
Secondary attributes Occult: Concord 5, Demonology 6 my best to assist you.™
AlM: 5
DB +0
HP: 46 =
Weapon Init. Art
Cane 0 +1
Armor: none
AGL 5 CHA: 1 CRE: 1 INT: 2 PER: 4 Siz: 2 STA:3 5TR:'2 AWiL.2
Empathic link _
Aleriness 5, Stealth 5 . L




THE CORNUTUS

Shard value: 2; Emotions: calmness/compassion & generosity.

Major powers

(effective throughout the Domain that Is under the influence of the Cornurus)

Life: Nature is fertile as long as the rituals of blessing (of the sarth, of the crops, etc.) are followed each season. Thanks
to this power, Abhorrent Peabs enjoys a mild climate, the soil is fertile (even on the Hankchard), and game is abundant.
Peace: The denizens are peaceful and avoid conflicts. They must sucteed in a WIL x 2 roll against DIF 12 in
order 1o undertabe an action that could harm someone who has not provobed them. 1

Secret: No one can reveal a secrel the druidess wishes kepl without making a WIL x @ against DIF 15, This pro-
hibition only cofiferns secrets the druidess knows of: the existence of the Cult of Nature, the Cornutus, her
connection with demonists, the secret of Aras’ birth, etc.

Protection: All the inhabitants of the Domain are more resistant because of their bond with nature. They gain
an additional +2 armor and a +3 bonus to all their resistance rolls (magic. poison, disease. ageing, etc.).

Individual powers

Health: the druidess is never ill. The first time she makes love. she will conceive a boy and then becomes ste-
rile. The child is also protected by this power until he comes of age.

Concord: The druidess’ bond with nature i5 so strong that she is extremely resistant to magic. The results of her
resistance rolls are doubled. The maglcal effect and duration of any spellor opus cast on her are divided by reo.
Empathy: By shedding her blood on the Cornutus, the druidess can deduce the state of mind and the emo-
tlons of an individual. She must possess an object that belongs 1o the given person.

Compassion: By shedding someone elses blood on the Cornutus, the druldess can transfer 19 herself the
effects of a spell (or opus) that affects that person.

ARAS i

Race: human DB +2 Rogue: Conceal 2, Hunt 2, Leger-
Age: 36 HP- 52 demain 5, Search 2, Stealth 5
Height: & (S1Z @) MEL: 8
Weight: 180 Ibs, SWT: 17 Assets
MOW: 3 CWT: 26 Disciple of the Culi of Nature.
Young. Descendant of Siegr, Light-

Antributes Fortune points: 2 ning reflexes
Flame: 1/0 Flame powers: none .

Darkening: 2 Faulis .
Body: 1/0 - Perfidy: @ Obsession (the health of the drud-
Body bonus: +1 dess), Soft spot (a knife that belon-
AGH: 8 Shills: ged to his father, Grandan).
PER: 6 Knowledge: Alphabet Neglectiul master (for sculpture)
STA: 7 {Mercerin) 4. Cult (the Cult of
5TR:a MNature) 5. History & legends 2, Combat

Language (Mercerin) 5. Language Initiative: 18, mace 18, shield 15,
Spirit: 1/0 (Keshie) 2, Plant lore 3 bow 22
Spirit bonus: +1 Trials: Weapon: mace (spe.: Melee attack: mace 17, shield 16
INT: 8 riposte) 7, Weapon: shield 7, Wea-  Distance attack: bow 18
WiL: 5 pon: bow (spes night combat) 10,  Dodge: 14

Alertness 5, Athletics 5, Climb 7, Parry: mace 15; shield 20
Soul: 1/0 Craftsmanship: carpentry 5. -
Soul bonus: +1 Dadge (spe.: thrown weapons) 7. Typical quote:
CHA: 5 First akd 3, Ride 2, Sculpture 2, ' "Sobdn, Iwill lesve Abhorrent Peaks
CRE.8 Survival 4, Swim 3 < wwith the Free Blades in search of

Courtly: Etiquette: peasanis 5, heroic deeds: My name will shine
Secondary attributes Fast-tallk 5. Trade 2, Traditions: with glery in the songs of the trou-
AIM: 7 Mercerin 5 badours,”
Weapons Init Att. Def. Dam. siz Range
Bow 4 0 0 +7 (0 il 757,
Mace D +1 s +6 (C) ¥ u
Shield -3 1] +4 +3(C) -

Armor: studded leather, partial (penalty -2. pror. 5) r




JULIEOF ABHORRENT

Race: human Secondary attributes ditions (Princean) 3
Age: 24 AlM: & Rogue: Acrobatics 4, Gambling 2,
Height: 5'8" (S1Z 0) DB; +0 Hunt 2, Intrigue 3, Siealth 2
Weight: 143 [bs. HD. 48 Occult: Cipher-$orcerer 2,
MOV: 3 MEL: &8 Concord 2
SWT: 16
Attributes CWT. 24 Assets
Flame: 1/0 Young. Knewn family, Attractive,
Fortune points: & Self-assured ~ °
Body: 1/0 il Flame powers: none
Body bonus: +1 Darkening: | Fault
AGl: 9 Perfidy: 3 Tempted
PER: T
5TA: 6 : Alphabet (Mercerin) 7,  [nitfative: |7, rapier 18, bow, 21
Alphabet (Keshite) 4. Geography 6,  Melee attack: rapier 20
Spirit: 1/0 History & legends 5, Language (Mer-  Distance attack: bow 14
Spirt bonus: +1 cerin} 7. Language (Kiemenite) 5, Dodge: 18
INT: 6 Language (Keshite) 4, Law 3, Stra-  Parry: rapier 19
WL 11 tegy 2, Surgery 2 DMstance defense- 9
Trials: Weapon: rapier {spe.; thrus1) 9,
Soul: 111 Weapon: bow 5, Alertness 4, Athle-  Typical quote:
Soul bonus: 0 tics 4, Dodge (spe.; swords) 9, First  “Nay, nay, | bnow what | want, and
CHA: 7 aid 4, Ride 5, Swim 3 Ishall not change my mind. I'm the
CRE: 4 Courtly: Eloguence 4, Etquette: one who gives the orders here
nobility 4, Fast-tallk 5, Music: sin- Those who don't agree are free to
ging 5, Music: harp 5, Poetry 3. leave!”
Trade 5. Traditions (Mercerin} 5. Tra-
Weapons Init. At Def. Dam. sz Range
Bow ~4 0 o +7T{N 0 757
Rapler +1 +2 +1 +2(1 Q -
Armor: partal leather (penalty -1, prot. 3) g
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whom he considers his only prospect o experience true
ol T ‘ RIMALDO FLASSALI

This young Jornist censor was Michael of Abhorrent’s

lover. This is why he wished to be assigned to the Free

JUL"-:- OF ABHGRRE NT Blades by the Cipher-sorcerer. Now, in iE’mnr of Michael

Siegr's daughter is endowed with her mother’s | he wants to take the reins of the mercenary troop. Not
breathtaking atractiveness and with her father's iron will. | only has he all the necessary qualifications, but also the
She is intelligent but often gives way to her emotions. | support of the group.

She is an Inspired, and she managed to be sent to

Laeghdoved where she improved her fencing skills, There,
she felt the sway of the Masque. She wuu{d have suc
cumbed if her brother had not called for her

PENDOR CHIAROSCURO

Son of the two spriggans who own the general store,
he is one of the rare Free Blades native ro Abhorrent
Peaks. At a young age, he left the Domain to learn
from a master of Visra, with whom he eventually had
a falling out. Seeking adventure, Pendor joined the

Free Blades.

RIMALDO FLASSALI

Race: human Blackness: | Combat :
Age: 36 Fortune points: 4 Anitiative: 14, sword 15. bow 18
Height: 5'11" (SIZ 0) Flame powers: Day shield ‘Melee attack: sword 14
Weight: 145 Ibs. Darkening: 18 Distance attack: bow 13
MOV: 3 Perfidy: 0 Dodge: 5(11)
Parry: sword 14

Attributes Shills; . - Distance defense:4 (5}
Flame: 2/0 Knowledge: Alphabet (Mercerin) 7, : 4

Alphabet (Keshite) 5, Astronomy @, Magical Arts:  *
Body: 2/0 - Geography 5, History & legends 3, Scansion APT: 11
Body bonus: 42 Language (Mercerin) 7, Languape Opuses:
AGL: S (Keshite) 5, Language (Modehan) 3,  Fast healing (15), Prophecy (15), Step
PER: 7 Language (Urgamish) 2, Law (spe.:  ahead (15)
5TA:5 magic) 8, Medicine 3, Strategy 5.
STR: 5 Surgery 2 Ascendancy:

Trials: Weapon: sword 6, Weapon:  Ascendancy APT: 21
Spirit: 341 bow 5, Alertness 5, Athletics 5. One Dancer: total endurance 5
Spirit bonus: +2 Dodge 4, First aid 7, Bide 5 Spells: Branding a Dancer (15),
INT: 10 Courtly: Diplomacy 3. Eloquence 5,  Impression of truth (10). Magic
WIL: @ Etiquette; mages 5, Etiquette: mer- - shield (15), Zone of silence {15), Invi-

cenaries 3, Poetry 3, Trade 3, Tradi-  sible arm (15], Truth {20). Major hea-
Soul: 2/0 tions: Mercerin 5. Traditions: ling: (20). Clairvoyance (20),
Soul bonus; +2 Urgamish 5 Protective aura (25)
CHA: 6 Rogue: Hunt 2, Stealth 4 o
CRE: & Occult: Cipher-sorcerer (speas Typical quote:

Ciphered laws) 8, Concord 7, Dan-
Secondary attributes cer lore {spe.: Dancer behavior) 9,  “Oh sure |t is! A basic diversion Is
AIM: & Demonology 4, Resonance (jor-  ahways efiective That reminds me
ART: 6 nist) 9, Scansion 3 of the day where Michael and I
ASC: 10 mmd the Countess of Rio-
DE: +0 Assets, Gifts vanna...” 7 "But,
HP: 48 Censor, Natural ﬂnwm,.lnm I&ﬁgatﬁﬁm nufhusinm. Twill
MEL: 5 Circle | e care ¢
SWT: 16
CWT-24 Faults, Sorrows

Lost love, Flaring temper. Trh:lmm:
xpous Init. A Def.

| +4 a [+

Swrorcd +1 +1 +1
Armor: partial banded mail (penalty -6, prot. 9) -




Pendor is a disciple of the Culr of Nature. He has gues-
sed that Aras is Siegr's son, bur he respects Orchiel
enough o lu'Fp it a secrer. However, he is worried because
Orchiel is growing old, and hasn't yet named her suc
CESSOT.

Pendor’s role within the Free Blades is to pr':.‘n.'ide
stealth and information. He is an essential member of
the mercenary troop.

OKLEEF DIR” SALEM

This Keshite warrior is a rypical member of the Free
Blades. He served under Michael's command, and he now
servies Rimaldo's.

He loathes demonists and all those who work for
them. He has already witnessed many deaths in the Free
Blades caused by demon attacks. Therefore, he intensely
appreciates his duty when it includes demon hunting.

If a chief other than Rimaldo were chosen, killing |

demons would be his only reasen to remain with tlu
Free Blades

Intrigues

THE ABHORRENT FAMILY

The agreement between the druidesses and the Abhor
rent family has been broken and no one can tell how
the situation is going to develop. Who 'will rule Abhor
rent Peaks after Siegr's death? Orchiel will doall she can
o promote Aras as the next “mayor” of the Domain. But
she would prefer that no one knew that Siegr was Aras’
father (though most villagers already suspect this).
Maoreover, she would Iﬂl'|1t‘| have the Free Blades dis
solved, and the Abhorrent line terminated, so the villa
gers could fall under the control of the Cult of Nature,

PENDOR CHIARDSCURO

Race; spriggan HP: 4% Assets
Age: 47 MEL: 8 ‘Blackmail. Bourgeois, Disciple of
Height: 3'7" (SIZ 0) SWT: 14 the Cult of Nature
Weight: 103 Ibs. CWT: 21
MOY: 3 Fault
Fortune points: ¢ Hastile master, Tainted opus
Attributes Flame powers: nong
Flame: 110 Darkening: & Combat 2
. Perfidy: 0 Initiative: 2{, shon sword 21, cross-
Body: 1/0 e | bovor 26
Body bonus: +1 Shills: Melee attack: short sword 16
AGE: 12 Alphabet [Mercerin} ¥, Distance attack: crossbow 17
PER: 8 Alphabet (Keshite) 5, Cult: the Cult  Dodge: 10
5TA: 5 of Nature 5, Geography 2, History &  Parry: short sword 15
STR: 3 legends 2, Language: Kiemenite 68, Distance defense: 9
Language: Keshite 6, Law 5, Season:
Spirit: 1o spring 5, Strategy 4 Magical Arts:
Spirit bonus: +1 Trials: Weapon: glaive 5, Weapon:  Visia APT: 15
INT: 7 crosshow 6, Alerimess 2, Athletics 3, Opuses: Fertility (10). Cure a wound
WIL: 4 Climb 6. Dodge 6, Firstaid 3, Ride2 (15), Blinding light (10), Toxin (15),
Courtly: Diplomacy 2, Eloquence 1, lce missile (15)
Soul: 20 Etiquette: mercenaries 3, Fast-talk
Soul bonus: +2 (spe.: to bluff) @, Painting 5, Trade 4, Typical quote:
CHA: 9 Traditions: Mercerin 5, Traditions:  “Yes, | know you all want a good
CRE: 7 Modehan 3, Traditions: Urgamish 3 fight. But listen 1o me for one
Rogue: Conceal 2 Gambling 50  moment I've gotan idea that could
Secondary atiributes Hunt 5; Intrigue (spe.: rumors) 8,  help us: if we ambushed them here
AlM: 10 Legerdemaln 5. Locksmith 6, Poi- -and here, we could..."
ART: 8 son 5, Stealth (spe.: urban) 8 '
ASC: - Occult: Cipher-sorcerer 2,
DB: -1 Concord 4, Demonology 3, Vista 5
Weapons Imit. Att, Def. Dam.
Short sword s} -+l o +3(I15)
Crosshow +5 1] 0 +4 (D
Twr: none z




THE FREE BLADES

Who will be the next leader of the Free Blades?
Julie has leginimate rights, but there are two small
problems: she is young and she is a woman. Rimaldo

USING THIS DOMAIN WITH

"KING OF SPRING”

As the Peabs are located in the Mercenary Republic,
the barony of Metil will have 1o be situated in the
Draaken Mountains, far enough from Murk, 1t should
be located next to Koffer in order 1o keep the charm
of the journey. As soon as the seed of the King of
Spring is planted, Yelius the morgana will use his
connection with the King 1o influence the Cornutus.
Theretore, the draidess will ask the Inspired’s help.
When the King awakes, the ivy tendrils will damage
the Rankchard. It will then cause much damage 1o
the buildings of the city by tossing and turning.

has the necessary experience and the respect of the
tracyp, but his connections with the Cipher-sorcerer and
his lack of relation to the Abhorrent family do not grant
him legitimacy, He is actually more suited o be second
in command.

If the secrer of Aras’ birth were revealed, Aras would
have more rights and be more respected by the troop
than Julie

THE RANKCHARD

The enchantment of Abhorrent Peaks by the Cornu
tus has affected the Rankchard. Soaked in magic, the
golem is awakening lirrle by little. Seismic activity is on
the increase

How much longer before the |1a.|gir4i| climarte awa
kens this giant of stone? Only a thorough study of the
Cornutus could answer this question, but Orchiel will
not ler anvone use her armfact...

OKLEEF DIR SALEM

Race: human Secondary attributes cerin 5, traditions: Modehan 2
Age: 30 AlM: 7 Rogue: Conceal g, Gambling 3,
Height: 61" (SIZ @) ART: - Hunt 5, Stealth 3
Weight: 214 Ibs., ASC; = Occult: Cipher-sorcerer 2, Demo-
MOW: 3 DB +1 nology 2
HP: 50 v
Artributes MEL: 7 Assets
Flame: 0/0 SWT: 19 Services rendered 10 the Cipher-
CWT: 20 sorcerer. Spartam
Body: 0/0 3
Body bonus: 0 Fortune points: 0 Faults
AGL: 7 Flame powers: none Obsession, Enemy of the demons
PER: 7 Darkening: 5
5TA:9 Perfidy: 0 Combat
5TR: 8 Initiative: 15, sword 15, bow 18,
Skills: brawl 10
Spirit: 0/0 Knowledge: Alphabet (Mercerin} 3, Melee anack: sword 16, brawl 15
Spirit bonus: 0 Geography 2, History & legends |,  Distance attack: bow 11
INT: 5 Language: Mercerin 5, Language: Dodge: 3
WIL: 4 Keshite 3, Language: Modehan 2. Parry: sword 16
Law 1 Distance defense: 1
Soul: 0/0 Trials: Weapon: brawl 7, Weapon:
Soul bonus: 0 sword (spe.: charge) B, Weapon:  Typical quote:
CHA: 5 bow 4. Alertness 6. Athletics 6 "Hey! Chieft We've been resting here
CRE: 4 Climb &, Dodge 6, Firstald 2 Ride 8 Tor tog long, Let’s go slaughter us a
Courtly: Etiquette: mercenaries 3. couple demons!”
Fast talk 2, Trade 2, Traditions; Mer-
Weapons Init. A, Def, Dam. s12 Range
bow + o 0 +7(0 o 5y
Brawl -4 +1 - 2y - -
Sword +1 +1 +1 +5 (1/S) 03 =
Armor: full banded mail (penaity -10, prot. 10)
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Playing |
in the Abhorrent Peaks

ASSETS

& Disciple of The Cult of Nature 1

You have joined the cult and can ask for Orchiel's sup
port. You benefit from the Protection of the Cornutus
as long as you are in Abhorrent Peaks. You are granted
2 points in the skill Cult: the Cult of Nature.

«& Descendant of Siegr I

You are an illegitimate descendant of Siegr. You have
the lawful right o lead the Free Blades. The EG must
determine under whar circumstances you were concei
ved and who knows the secret of your birthright.

b Services rendered to

the Cipher-sorcerer 1
During a mission with the Free Blades, you found

fame in ﬂu services of the Cipher-somcerer order. You have

many contacts within this organization of mages (one
of your close friends is a mage or a censor). Your Cipher-
sorcerer skill is raised by 1 point.

FAauLts

<& Enemy of the demons 2
During a mission with the Free Blades, you had an
encounter with some ferocious demons. Your Demo-

[ noltogy skill is raised by 1 point, and you gain 4 Darke-

ning points as well as the fault "Obsession (demaon
hatred)”,

«& Responsible for
Michael’s death (unique) 2
You drugged the alcheron that slaughtered Michael of

. Abhorrent. The EG must determine your exact motive,

but Orchiel is part of the plot (she could have provided
the drug). Did you want to take his place? Was ir a
reprisal? Or perhaps the Afarvale Conspiracy hired you?

Whatever the reason, this secrer could soon be revea-
ledh. Indeed, Pendor seems to have understood everything
and Rimaldo is trying to uncover the cause of Michael's
dearh.




&ar -l.'.l!'?ﬂr J.'L'.I'l'rl.h‘dlr L'LJ;!L!E.?MC,

Ovice agaim, I write to enrich the archives .:rf the
l,}ra!; R‘rfmr.s. ?]'Iu's .ErH‘.u:'r CONCErns f.!m Damrain nf‘
Scarletstone, source q{ many of eur preoccupa-
tions in recent years.

1'&5 -l|I jﬂ‘h"‘“' lu?-'l-'}‘."\"'-"i\‘-‘ﬂ\'l." ﬂH-lJr l."‘-|'\‘.-'!r e can F"r"‘ﬂ’ﬂ”
you, I will take the Hm’fy -.Tf !r?r:'cﬁng you on the
situation.

The death -.=j'- the ﬂmncr Mother Lahnah, as o
will rcmenrfmr, I*n.mg.;.'z‘ about the current state uf
affairs, Irienalfah, her only daughter, was the
unforiunate victim of severe schizophrenia, which
&'pfl'.!' her mind in two. Sometimes she is g-'H_r.I':rnlrr, a
sincere Jornist whose snakes are dormant; other
times, Iriena, a cruel Obscurantist, whaose pﬂr..'l!:-'
and machinations are innumerable.

Scarletstone is blessed with prosperaus trade, JI';'lr
Hrt._g.r sell .'ﬂ.:rf}.? quantities r.'lf. their red rock as buil-
arr'nf.r material. Tf‘.'.:;a alsa produce jrclnmh'a, a
variety .'1_.I'r mold with bizarre properties. {espite
the Domain's apparant wealth, the pf‘;!‘fr‘;‘ﬂli imsta-
frﬂrity created !Ii_u the two opposng per.srﬂna.l‘liﬁes .'ll_fr
the medusa, as well as a mounting rebellion, are
|'Iq.=r,1arr'ng the Damain to imminent n.'rﬂ..lpa.?.

."'l'fy l-lllt"t'”' I'-"ﬂ#l."’{l;]!lﬂ. ! JII‘C',D’J your lt"‘.‘zﬂ:ﬂﬂl H'F-lill-lr ﬂlldf‘fh‘
you to take action in this matter. Alas, I, must
IJL'I.‘-‘FH"'!E l."ﬂllgll my L,'(“‘FIPIFL“flf Jf.*mrm_u IJNI'J” Lour

instructions,

CIL o} r'IJJII i If-liif e

[a'Sdread, eminence grise
Scarletstone u"u.lr.zgutc

'j-fisfnry

Even back during the Flamboyance, medusae were
drawn to the Domain of Scarletstone. Some say thar
before they lost their perrifaction power, they were
capable of crearing red statues that resembled the local
stone. When the Widowlands separated from the
Maoden-Hen’ Empire, the medusae obrained full control,
and they elecred one of their own to become Mother

The privileged circumsrances of Scarlerstone made it
the center of many plors. Some envied the impregnable
locarion of the manor, while others covered the strange
mold that grows on korantra rocks. The Freihgn Museum
has been admired for centuries, and now that Ardence
is curator, its expansion has increased tenfold. Freihgn
is a substantial prize for adjacent Domains desiring to
annex Scarletstone. The main praponents of such



schemes are the Domains of Ros'endril and Fallaut,
whose Mothers have tried repeatedly to prove the poli-
tical failings of the twins Iriena and Alfah. While armed
conflicts are extremely rare in the history of Scarlerstone,
intrigues and diplomatic maneuverings are frequent.

The confused and dark history of the last decades
began when Lahnah, one of the most dictatorial Mothers
of Scarletstone, came to power and instituted a policy
of brutal slavery. After ten years in office, Lahnah gave
birth to a daughter she named Irienalfah, who she rai-
sed by herself for four years. Lahnah hid her daughter
in grottoes and stayed with her day and night ar the
expense of the management of the Domain. Some said
the pain of childbirth drove her mad, bur actually dar-
ker forces were at work...

When the young medusa was only five years old. her
mother committed suicide. Irienalfah was left alone in the
grottos for several months, and her schizophrenia develo-
ped. No one knows how she survived for so long without
food or water. Shortly after her rescue, an incredible announ-
cement was made; her rescuers had not discovered one
medusa but two. One by one, the people whe had taken
part in the discovery died of unnatural causes. Within two
years, the seven year-old twins had the reigns of the Domain
and had replaced the manor's personnel,

Today, no one precisely remembers these events and
everyone is convinced that Iriena and Alfah are both
Mather Lahnah's daughters. Oddly. no one wonders
how the seven year-old twins were able to rule a Domain
by themselves, or who taught them Ascendancy (see
the ‘Intrigues” section for more information).

Scarletstone has become an influential and respected
Domain in the Widowlands. The red stone, which is so
useful in construction, is a major export. Recently, the
interest in korantra has increased to such an extent
that caravans from foreign lands have came to Scar-
lerstone to learn more about its powers and to nego-
tiate quarrying rights,
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SCARLETSTONE

Realm: Widowlands
Ruler: Iriena/Alfah
Strength: 2 Inspired. 2.800 Dullen

BODY: 4/2

Army: 5
Defense: 6

Denizens: g
Organization: 4~
SPIRIT: 4/|
Finance: &
Intelligence: 4
SOUL: 4/0

Diplomatic relations: &
Magic ability: 4

Geography

Scarlerstone is located near the Keshite frontier. The
ground is red from numerous fragments of red rock
mixed with the soil.

The Domain is a 25-mile long and 5-mile wide rec-
tangle; its center is made up of a series of small canyons
formed by gargantuan red boulders. As you leave the cen
ter, the terrain becomes more homogenous, with spar-
sely wooded plains of red soil.

THE MANOR

Situated in a secluded canyon, this is a strange buil-
ding burrowed into a huge red rock. The only visible part
af the manor is the facade, sculpted in bright white
stone, which emerges from the red rock. From a distance,
the manor resembles an enormous boulder,

The main entrance leads into a luxurious antecham-
ber from which two large staircases, on each side of a
vast hearth, ascend to the upper Aoors. In order to main-
tain harmony beoween the twins, the building was reno-
vared so that each room has its double in the opposire
wing of the manor

The ground floor: This floor houses the servants and
the slaves, Melfinio’s room is on this floor, right under
Iriena’s, to which a hidden sraircase leads. Also, all the
rooms devoted to the manor's daily operarion are loca-
ted on the ground floor. The twin medusae only come
down to the ground floor to enter or leave the manor

The rwin wings: When their mother died, the mwins
undertook the refurbishment of the entire manor, divi-
ding it into two symmetrical parts, Iriena lives in the left
wing and Alfah lives in the right wing. Each of them has



a main bedroom, guest suites, a large dining room and
several sitting rooms. This manor is a troe architectural
achievement, designed by the dwarves of the Square: In
spite of the solidity of the surrounding rock, all the
walls are perfectly straight and some are ornate with
miry windows. The JInlE!!-Pl‘:EI‘t" is somber, so lanterns
are used in the manor day and night. The interior is typi-
cal of the Widowlands, full of secret passages and concea-
led doors leading to key rooms.

The grottoes: Some of these secret passages end up
in cavities burrowed in the red rock, some only lead to
hidden wvestibules, while others lead to undeérground
caverns where occult rituals are performed. Eddrig, the
Great Preparer, lives in a small underground nerwork
beneath the left wing, She is developing substances that
will enable Iriena to arain her Paradisae (see ‘Intrigues’
below). The gromos under the right wing are generally
used by Alfah to come and go in secret. Though the
twins are actually one person, each personality is only
aware of her own secret passages.

THE VILLAGES

Surrounding the manor, every practical site between
the chaotic red boulders is occupied by villages enclo-
sed by small stone ramparts. There are nine villages in
Scarlerstone. Five of these are distncrive, and deserve
some mention here,

M’ethrane is the largest village in Scarlerstone. Its
narrow streers wind around the manor and are lined with
red brick houses, The medusae live close to their rulers,
whereas the slaves and their families are cast back to the
ourskirts of the village. Many Keshire caravans cross the
village on their road to the south of the country, The-
refore, there are numerous taverns in M'ethrane. In
addirion to the caravaneers, the inns also receive artists
hoping to seduce one of the twins in order to obtain
funding. Once they have spent all their savings, they
usually end up - depending on their success - amongst
the servants or in the house of a medusa that became
their patron. The best artists live in the manor, like the
frmous spriggan sculptor Marblentes, who created a
massive stareon the main Sqjuare representing the twin
SISTeTs.

Bloodrock 15 simuated north of the manor. 15 natu-
ral rampart, which encircles the village. is composed of
the red rock. The village owes its name to the peak that
rises in the center of the village. There are approxima-
tely two hundred inhabitants in Bloodrock who earn
their living by mining the rock and export it as buil-
ding materials.

Korantra is a village that is almost entirely made up
of medusae and their sprite and human slaves..The vil-
lage is located in a humid area bordering a swamp. lis
inhabirants harvest the mold thar grows on the red rock
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in this damp environment. As this village is the only
site where the mold grows, it was named Korantra, The
mold is exeremely valued by Chimerians, who combine
it with their drugs in order ro increase the subtlety of
their effects,

Freihgn is a museum village, The few people who live
here take care of the premises. The village consists of a
large warehouse where' the works of art are stored, a
couple of houses where the personnel live, and the
museum itself, which is composed of three one hundred-
yard long galleries. Freihgn is, of course, very well guar-
ded for it is considered by the twins to be the rue heart
of Scarletstone. The museum is managed by a Concor-
dist medusa named Ardence. whose talent with the cir-
teri js great.

THE SURROUNDINGS

Ros’endril is a forested Domain located on Scarlet-
sone's eastern border. The Domain is mainly a large city
built ar the intersection of several major trade routes,
The manor, held by Mother lsslena, is locared our of rown,
The politics of Ros'endril are rather volatile, Decisions
must be taken quickly and Isslena uses this spontaneity
i exert pressure on her neighbors.

Fallaut is a large territory thar borders Scarlerstone
on its southern and western frontiers. The area is highly
populated, and dotted with small fortresses. This Domain
is devored to magic, and it contains one of the legen-
dary Black Towers, where the medusae attempt to redis-
cover the lost secret of perrifaction,

People of Note

THE SCHIZOPHRENIC MEDUSA

The Domain of Scarletstone 1s ruled by a medusa who

| has two distinct personalities. These are so dearly dif

ferentiated in her mind that they both have names, indi-
vidual behaviors and specific :?.'lpahi]il:i.es. Iriena is a
heartless and sly Obscurantist, whereas Alfah s a sensi-
tive and righteous Jornist. The medusa’s erratic behavior
stems from the unique nature of her snakes, which fall
asleep for days at a time. During these periods, the
empathy between the snakes and the medusa is dis-
rupted, and the personality changes from Iriena to Alfah.
The division between the two personalities is so deep that
they both loathe each other and strive 1o undermine each
other's power. Iriena and Alfah are convinced they are
two different people sharing the rule of the Domain.
Iriena is far more vindictive than Alfah: indeed. she has
already hired several assassins to kill her sister. The shift
from one personality to another generally happens at
night. The medusa is a victim of fits of somnambulism
during which she goes to the other bedroom through
a secret passage that she can only find while asleep, One



Dancer is abandoned while the orher Dancer awaits the
return of its mistress

Note: rhe case of Iriena/Alfali s weiigiee in Harmumndia,
Medusa smakes F.'h';u'r.“_l.,’ asleep, and J‘:'I'Ir:" i Jornist and ai
Obscreranrise sinndraneousty are also unique

v Iriena

Iriena is one of the two personalities of the medusa
that rules Scarlerstone. The 35-year-old woman is gloomy:
and aggressive, just like her snakes. Since the death of
her mother; when she was only five years old, Iriena has
assiduously practiced Obscurandsm, This extremely
talented student carries Tormre o new extremes by
keeping her Dancer on her head amongst her snakes.
The poor creature is terri fied of the snakes but is also
fascinated by their chaotic and languorous movements
As a result, Irieana’s magic is subtle and perfidious.

When the medusa is iriena, her behaviar is unpre
dictable and fiery, to the extent that she is somenmes
violent with her servants. Iriena has no respect what-
soever for life: she has reached the heights of medusa
individualism and conceit. She is also familiar with the
nurmerous drugs thar Eddrig prepares for her so she can
attain her Paradisae (see ‘Intrigues’ below)

v Alfah

Alfah is the medusa’s second personality. She is Irie-
na's complete opposite. Though they are one, their
appearance is different. Alfab’s snakes are asleep and
rest nonchalantly on her head. Moreover, she has more

joyful mannerisms and her face seems lighter. Alfah is3
a charismaric person who is always fair with everyone.!

When her mother died, she became a Jornist. Her empa-
thic bond with her Dancer is very strong, for they spend
much tme wandering the Domain together

Alfah is reasonable and serious concerning her rule

of the Domain. She works hard for Scarlestone. Alfah
does not consider hersell like any other medusa. for her
sleeping snakes do not affect her personality, The pro-

blem of slavery Is an essential divergence between the
twins. Alfah does not respect medusa traditions as Iriena®
would. She is much more humane than the average

medusa aristocrat. The rebels know very well that Alfal
would be susceptible to helping them. They are there-
tore determined ro conract her.

EDDRIG, THE GREAT PREPARER

Eddrig is a strange woman who lives as a recluse in
the underground runnels stretching out from the manor.
This 60-year-old dark-skinned human is a rue mysric
Iriena believes that she has the power to influence the
spirit. Though Eddrig is not a medusa, she is exceptio
nally talented at poison making. The success of the Chi
merian’s concoctions is due to her thorough
understanding of the korantra. The mold increases the
duration and the reality of the effects of a given poison
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(see the ‘Intrigues’ section for more information on
korantra and Paradisae)

Eddrig never leaves her grottoes, and few inhabitants
of Scarlerstone are aware of her existence. Iriena contrives
to supply her with all the ingredients she needs, The Chi-
merian is truly cherished by the medusa, who considers
her an essential part of her life. Alfah doubts the exis-
tence of Eddrig.

MELFINIO, BASTARD REBEL

At the age of eighteen, Iriena felt the need to have a
child ro ensure the succession of her line. When her
pregnancy became obvious, Alfah remained a recluse, and
everyone thought she was jealous. Unfortunately for
Iriena, she gave birth to a boy. Disappointed, she deci-
ded to keep her illegitimate son as her favorite slave. Alfah
returned triomphantly after an absence of several
months.

Melfinio is now seventeen years old. His appearance
would be human if his eyes were not reptilian and if he
did not have three dormant snakes hanging in a braid.
His personality is an odd combination of detached
medusa reserve and human compassion. Melfinio is
Inspired, and has political plans of his own. He conceals
his schemes of rebellion behind the ourward appearance
of a good slave. Though he is stll young, Melifinio is the
leader of the most recent uprising (see the 'Intrigues’ sec-
tion for more informartion),

Like the majority of the inhabitants of Scarlestone,
Melifinio - though he lived in the manor all his life - does
nor know that Iriena and Alfah are the same person. If
he did, the whole strategy of the rebels would change

IRIENA/ALFAH

Race: medusa DB 0 ‘Combat
Origin: Widowlands HP: 50 Initiative: 16
Sex: female MEL: 7 Melee attack: dagger 1512
SWT: 16 Distance atiack: -
Age: 35 CWT: 95 Melee defense:
Helight: 6" (SIZ 0) Didige: 14
Weight: 131 Ibs. Fortune points: 0 Parry: dagger 15/10
MOV: 3 Flame powers: none Distance defense: 7
Darkening: 3 .
Attributes - Perfidy: 12/0 Ascendancy:
Flame: 0/0 ASC APT obscurantist/jornist: 21/26
Shills: Dancer endurance: 7/4
Body: 0/0 Trials: Weapon (dagger) 6/3, Wea-
Body bonus: 0 pon (snabes) 65, Alertness 8, Iriena’s Obscurantist spells:
AGL: 8 Dodge 6, Ride 7. Stribe Blind (10). Cran shield (15),
PER: & Rogue: Intrigue 84, Polson 7/4, Cause pain (15), Inspire fear {15),
STA:T Stealth 6 Exacerbate emotion {20}, Pyroki-
STR:5 Courtly: Diplomacy 4/10, Elo- nesthesia (20)
gquence 8/6. Etiqueite: Carms 7,
Spirit: 0/0 Painting 3/8, Sculpture &5. Ste-  Alfah’s Jornist spells:
Spirit bonus: 0 wardship 10, Trade 6, Traditions: Body purification (15), Magic shield
INT; 7/8 Widowlands-a {13). Zone of silence (15), Invisible
WIL: ai7 Enowledge: Alphabet: Moden- arm (15), Major healing (20). Pro-
Hen'6, Language: Ophidian 8. tective aura (25)
Soul: -1/0 guage: Keshlie 6, Season: winter 5
Soul bonus: -1/0 Occult: Cipher-sorcerer |, Dancer  Typical quote (Iriena):
CHA: 8/10 lore 10, Resonance: obscurantist/  “Do you have a cluuwhp?nu are
CRE- 97 jormist 10 . pulkhwm?*ﬁuum ‘but &
larva that | would squash with mj
Secondary attributes Sorrow w they weren't sénew...”
AIM 8 Crueliy/nothing f quote (.
ART: - L n mdiachnlm for
ASC: 0/
-
Dagger +2 %'
T NOnE




Race: human INT: @ Shills:
Origin: Widowlands Wik 5 Trials: Weapon (cane) 1, Alertness 6,
Sex: female Dodpe 4. Survival 4
Age: 64 Soul: 0/0 Rogue: Poison 10
Soul bonus: 0 Courtly: Craits: poliery 4
Height: 5'4" (S1Z 0) CHA: 3 Knowledge: Alphaber. Moden-
Weight: 128 Ibs. CRE: 5 Hen' 6, Language: Ophidian 8. Lan-
MOV: 3 guage: Keshite 5. Plant lore
Secondary attributes (korantra) 10 -~ =
Attributes ¥ AlM: B
Flame: 0/0 ART: - Fault
ASC: - Old-timer
Body: 0/0 DB: -1
Body bonus: 0 HP. 47 Combat
AGI: 6 MEL: 4 Initintive: 16
PER: 10 SWT: 15 Melee attack: cane 6
STA: 7 CWT: 23 Distance attack: -
SThR: 2 Melee defense:
Darkening: 0 Dodge: 10
Spirit: 0/0 Perfidy: 0 Parry: cane 8
Spirit bonus: 0 Distance defense; 3
Weapon Imit. At Def. Dam. SiZ
Cane 0 +1 +1 1'{C) -1
Armor: none
Race: medusa bastard Soul: 1/0 Skills:
Origin: Widowlands Soul bonus; +1 Trials: Weapon (sword) 8, Weapon
Sex: male CHA: 10 (sling) 7, Alertness 8, Athletics 7,
Age: 17 CRE:-4 Climb 6, Dodge 7, Ride 5
Height: 5'7" (S1Z 0) Rogue: Intrigue 7, Search 5, Stealth 6
Weight: 128 Ibs. Secondary attributes Knowledge: Alphabet: Moden-
MOV: 3 AIM: 7 Hen'4, Language: Ophidian 6. Lan-
ART:- T suage: Keshite 5 Strategy 5
Attributes ASC: - Courtly: Eloguence 8, Poelry 6
Flame: 1/0 o DB +1
HP: 55 Combat
Body: 2/0 MEL: 8 Initiative: 16, sword 17, sling 16
Body bonus: +2 SWT: 18 Mefee attack: sword 19
AGL- o CWT: a7 Pistance attack: sling 17
PER: 5 Melee defense:
STA- 7 Fortune points: 2 Dodge: 18, Parry: sword 19
STR:-7 Flame powers: none [Distance defense: 9
Darkening; 0
Spirit: 1/0 Perfidy: 4
Spirit bonus: +1
INT: 4
WiL: 8
Weapons Imit. Att. Det. Dam. Range
Shing o +1 - +2(C) 50y
Sword +I +1 +1 +51{lIS) -

Armor; norne




ARDENCE, MUSEUM CURATOR

Ardence was born in Scarletstone forty-five years ago
She knows all there is te know of the Domain. This
medusa is temperamental and cold-blooded. She is so
inquisitive that she is one of the few who suspects her
rulers to not be twin sisters. She is the keeper of the
Freihgn Museum, and she is considered by the artistic
classes as a peerless specialist of the elder Vista, espe-
cially of Picrureworlds. With her substantial budger,
Ardence has acquired many works of arc from all over
Harmundia. Moreover, she keeps an Ergastulum collec-
tion in a secure part of the museum (see ‘Intrigues
below),

Intrigues

THE SLAVES

As in all Widowlands Domains, slavery is common in
Scarletstone - a third of the population works as slaves
for two thirds of free citizens. This very high proportion
is due ro the particular nature of work in the region: quar
rying of the red rock and mold farming both require
many menial laborers,

The life of the slaves complerely changes depending on
whether Iriena or Alfah is ruling. However, their gene
ral condition is slightly better than in other Widow
lands Domains, They typically live in the villages and
occasionally mingle with the medusae as equals. Only
the tough work and the harsh punishments they suffer
remind them of their place in medusa society.

THE REBELLION

The political inseability between the sisters is very dis-
turbing for the population, forcing them to endure many
injustices. Alfali’s decisions are gentler than Iriena’s, but

Race: medusa Secondary attributes ‘Courtly: Eloquence 5, Music; cit-
Origin: Widowlands AIM: 7 Aern 10, Painting 8, Sculpture 6, Ste-
Sex: Female ART-a wwardship 8
Age: 45 ASC: - Oceult: Concord 10, Ture 8. Vista 7
Height: 5'6" (S1Z o) DB o .
Weight: 127 Ibs. HP: 45 Combat
MOV: 3 MEL: &6
SWT 15 Initiative: 17 *©
Attributes CWT. 22 Melee anack: dagger 12
Flame- /0 - Distance aiack: -
Body: 20 Fortune points: 4 Melee defense;
Boxdy bonus: +2 Flame powers: Flame of inspira- Dodpe: 14
AGET tion Parry: dapger 14
PER: 8 Darkening: 0 Distance defense. 7
S5TA: 6 Perfidy: 0 i
STR: 5 Opuses:
Shills:
Spirit: 2/0 Trials: Weapon (dagger) 2 Weapon Al cittern and summer Vista opuses,
Spirit bonus: +2 (snakes), Dodge 5 Additionally, Ardence is capable of
INT: 8 Rogue: Search 4 understanding and opening Pictu-
WIL: 4 Knowledge: Alphabet: Modens reworlds. because her snakes inject
Hen' 6, History & legénds (spe. her with a sedative that allows
Soul: 4/0 Flamboyance) 8. Language: Ophl-  increased concentration.
Soul bonus; +4 dian 6, Language: Keshite 4, Sea-
CHA: 8 s0M: Winler/summer &
CRE- 11
Weapon Art. Del. Dam.
Dagger +2 o +11)
Armor: none -
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the frequent fluctuations from one extreme to another
makes punishments seem arbitrary.

Thanks to Melfinio’s influence, a group of slaves has
been able ro organize itself to confront the schizo-
phrenic medusa. The rebellion is composed of approxi-
marely fifty resolure slaves. Their headquarters is located
in a tavern called “The Three Aspics™ (a discreet reference
0 Melfinio) in M'ethrane. The innkeeper, a spriggan
named Servisio, has espoused the rebel's cause, He shel-
ters their meetings in the wine cellars of the inn. The
slaves have also been storing weapons here for their
uprising.

IRIENA/ALFAH

The nature of this medusa is unique in Harmundia.
The intensity of her schizophrenia leads her to fits of som-
nambulism, during which she relocates from one wing
of the manor to the other. She awakes in the new room,
with new clothes and a new personality.

Melfinio is particularly vulnerable to her personality
shifts for he is Iriena’s favorite slave, When the young
bastard was only six years old, he met the medusa during
one of her sleepwalks, Fven though he has consciously
forgotten this, he often dreams of Alfah telling him she
is his rue mother.

THE DRAMA AND ITS ACTORS

The Masque has played an important role in Scar
letstone. He set up the scene, placed the actors, and is
now admiring the results of his direction, The Masque
was involved in Irienalfah’s birth and her mother's mad-
ness, He then caused the medusa’s schizophrenia and
obscured evenis so that everyone would believe she was
two different medusae. In order o increase their oppo-
sirion, the Masque found two mentors for the medusa

- a Jornist for Alfah and an Obscurannst for Iriena. |

Once the rwins were ready, the Master of Sham gort rid
of the two mages. Thus, the scene was set, the actors were
rehearsed, and the Masque could enjoy the play, From
rime o time. he subty influences Iriena’s doings in
order to redirect the drama.

THE PARADISAE

Fddrig's talents, combined with the properties of
korantra, have allowed the crearion of Paradisae. The
Chimerian is now capable of creating drugs and poisons
thar allow interaction between the drug-taker and an

imaginary world. The user first loses physical contact with |

his or her environment, taking refuge in an alternate rea-
lity created by the mingling of the drug with the user's
memories. The Paradisae are not real worlds: they only
exist in the mind of one person and only allow the user
to escape reality for a couple of hours,

For the moment, Iriena is the only guinea pig Il'lr
these experiments. Many Chimerians are, of course, very

. <& Noticed by the Chimerians

Playing in Scarletstone
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interested by the mystical properties of korantra, and will
therefore use all means necessary to discover Eddrig’s
SeCrer

FREIHGN MUSEUM

Ardence is dedicated to her Ergastula, and is antenip-
ting to understand how they work. The secret room is
composed of eight crystal cubes that each have different

colors and shapes. Ardence is convinced these cubes
must be arranged in a certain way in order to create a
new opus that would free their rue power.

Larely, the curator has been seeking a unique book,

“The Forry-Eighth Conundrum®, thar is supposed ro
mention the eight cubes. This book belongs to a Janre-
nian collector, who will nor sell ir, for he too covets the
cubes. Ardence is thinking abour hiring a ream of mer-
cenaries to recover the book.

ASSETS

«& Student at the Freihgn Museum 2

You were one of Ardence’s students at the Freihgn
museumn. Consequently, you had the opportunity o
experiment the Ergastula. Perhaps you are even see-
king the book that could help Ardence understand the
operation of the eight cubes. You benefir from speci-
fic knowledge concerning Ergastula and the way they
work.

o Lucrative trade in Bloodrock £

You, or your family, established a very lucrative trade
office in Bloodrock several generarions ago. You exploit
the local slaves to excavare the famous red rock of Scar-
letstone and you sell it all over the Widowlands, This asset
is considered an Office

& Services rendered to the rebellion 3

In return for a service you rendered them, the rebel-
lion is willing to help you. This can be a very useful asser
if you play in the Widowlands because the local rebels
are in contact with other similar insurgents throughout
the kingdom. You could therefore benefit from a large
information network.

4

You interest the Chimerians because you are invol-
ved in koranira production. Whether you are a medusa
specialized in poisons or a smuggler who distributes
the goods to the rest of the Widowlands, you are
considered untouchable by the authorities of the king
dom,



FAULT Unfortunately, the rebels passed your name on to
ULTS orhers. You are therefore known as a traitor and a sup-

| porter of slavery by all revolutionary movements in the
«& Persona non grata in Ros'endril 2 | kingdom.

After h.Jvm}, recently run afoul of the law, you were |
banished from Ros'endril. Unfortunarely, this Domain

is an almost unavoidable to get to the rest of the Widow usli N_G THIS DOMAIN EQITH
lands. You will have to face the danger or else stay where KING OF SPRING

You are,

Melif will be located in the Draaken Mountains. The
o Victim of the Iriena/Alfah game 3 decision-making process will be paralyzed during
For a reason you will have to determine with your EG, gll;:gﬁ! wﬂmﬁnﬁfﬁg will rm:;ﬂ
o oot s s ot | G et et
oth personally and professionally. You dc Thestare oah mages that they

not prefer one or the other - 1 hey are both ruining your will be able 1o stay in their palace. Ardence will fleg

life! through one of her Pictureworlds. The liberation of
the Domain will be'an epportunity that Melfinio wﬂl_
«& Thought poorly of by the rebels 3 pass up. Amidst all the confusion, Melfinio will
You are considered too close to the marriarchal attempi 1o take power.
power of Scarletstone, and the rebels want your head.
I
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!nd’y the three laws. Retain them and -.ippl'l_l_!i them.
The law u_.r iron, The law .:-_{Hcl.:ldr. The law uf
wrath.

Master these laws and you will become a warrior,
a hero and a ﬂigenar. .I"J'r'_ﬂ'r'.:_g,!'arrjr them and ot will
be a Jllrn_‘-l.'.l.'-'f Jor the vultures. Your Ii.‘l-ft.,‘ u'!ﬁ spit on
your grava. Your children will curse YOur nan.
Onee I have .‘u;ig.‘llf Hou the three Jr..lu',-z, Hou will
know: all Hou need to survive on the .-u.lrp;ms {lf‘ the
f.f_._;!}r:'tnin_._;-f)r.a:'.!:m Crest,

.IrJ‘d\J‘E.

Blood.

Wrath.

Understand how these words have a J'::.I';* r~,|'r their
own, stirred :Ly a gpiril greater than your s:‘mrrgt.’:
and L.I'rﬂ'p.:r thear Lour will. See the thousand war-
riors, heroes and qu:brcridls that precede you. Do
o understand HOUT plrpose beside them?

Take the iron, shed the blood and taste the wrath.
Then Lo will five to be honorad.

The Tale r.'l}. the First Age

THE MyTHICAL AGES: THE LEGEND
OF THE LIGHTNING-DRAGON

“In the First Age..

There was iron. It throbbed in the earth, awaiting the
hands of mortals to bring it to life.

There were mortals. They lived like beasts, clothed in
clouds and armed with narure.

There was the Lightming-Dragon, He roared in the
welkin, wairing for the iron to find its heart.

There was the mountain where the Lighming-Dragon
rested. It sheltered the iron, waiting for the hands of the
mortals that would forge it.

There was the giant Grolmak. This warrior dlothed only
in clouds wondered, “How can | protecr myself from the
beasts? Their claws dig my flesh. Their fangs rake my
bones.”

As Grolmak pondered. a flash of lighming tore the
earth, He gazed skyward and saw a wonder. Within the
clouds, a Prodigy of blue fire with huge wings, burning
eyes and a frothing jaw unfurled its never-ending rings
Its wings flapped with a roar of wrath, and the Light-
ning-Dragon spat the fire of the sky.

Grolmak took a stone and threw it at the Prodigy. The
dragon howled with fury and cast lighming upon Grol-
mak. The blood of the mortal was shed.




THE CLAN OF GRALMACH

Realm: Wild Beaches
Strength: 4 Inspired, 88 Dullen

BODY: 21
Army: 8
Defense: &
Denizens: 3

Organization: 2

SPIRIT: 11
Finance: 5
Intelligence: |

SOUL: 2o
Diplomatic relations: 2
Magic ability: 5

But mighty Grolmak rose again, and saw he was in a
smeking crater washed in his blood. He saw the soft iron
around him. The Lightming-Dragon had spared him so
that he could bring this metal ro lite.

He tore the iron from the earth and placed it in a bla-
zing fire, The iron became armor; the iron became a
weapon. Thus, Grolmak was clad in iron.

Blood and iron having been satished, wrath rumbled,
Had nor the giane learned his lesson?

Gralmak forged a long fron lance, climbed the crést
and thrust his weapon deep into the Prodigy's heart.

The legend was born, and Grolmak departed having
fulfilled his purpose as a warrior and a hero.”

RECENT EVENTS

The known history of the Grolmak clan sweiches back
into the depths of time

Once, a giant with incredible oratory skills and a grear
knowledge of local legends told his mribe of a Prodigy, a
mythical creature guarding a great treasure of iron. The
tribe resolved to hunt down the monster

Thus, the Lighming-Dragon clan was born - a group
of giants sworn to find this creature’s lair and its iron
horde. Namiral wanderers, they offered their services o
any tribe or clan they came across. Once in a while, they

would plunder a village to better themselves or they
would convinge a young giant to join them. In the was-
telands of the Wild Reaches, their way of life was sheer
folly. Only their exceptional resistance enabled them o
survive constant famine and glacial winters,

During their wanderings they accumulated know-
ledge from all'the tribes in the region, and their skill at
blacksmithing became formidable. Blacksmiths throu
ghout the Twilight Realms came to them for advice, and
used the giants' secrets in their own work,
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After a-dozen years, their dedication to whart seemed
a4 hopeless quest faded. In spite of the chigfrain’s exhor-
tations, the desertions increased, unnl only a handful
of giants remained. The largest communities in the region
had been visited and none knew anything concerning
the Lightning-Dragon beyond the legends. The dlan now
decided to investigate the smallest tribes, which they had
initially overlooked.

Not only were these inquiries unsuccessful, but also
they caused significant political shifts. In those days,
life in the reaches was ruthless, Five additional swords,
i couple of extra warriors, or even a good idea could
tip the scales of fortune. A clan, who untl then had
always avoided confrontation with a larger rival, could,
with the support of only a handful of new warriors,
defear ir.

As long as the Ligheing-Dragon Clan supported the
mighty, they valued it and asked for irs services. As
soon as it began to support the weakest clans, the large
tribes quickly sang another tune. They formed a league
and led a short campaign against these idealistic wan
derers. Little by little, they forced the clan far into the
mountains, beyond where even the smallest tribes
lived. The clan arrived in a place where there were no
humans, no giants... nothing, except for the desolate
rocks.

The giants were about to die from starvarion when they
discovered a small tribe of humans and dwarves, The tribe
welcomed the wanderers and their secrets concerning
the use of iron. The humans and the dwarves were inter-
ested for they possessed i large quantity of the metal,
Their iron came from a crest, further up the mountain,
where lightning always roared. The Lightning-Dragon
clan realized that this was the end of their wanderings
How they used the iron and how they came 1o be cal-
led the *Grolmak Clan” are mysteries consigned to
legends.
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Geography

The Grolmak Clan lays claim to the land between
the Den of the Predators, the Hundred-Nests, and
the Great Draaken Mountain. They live in the center
of their territory, on the Lightning-Dragon Crest.
Their habitations are massed on the north face of the
mourtain, on the teothills to the heights of the thun-
dering crest.

THE LIGHTNING-DRAGON CREST
FOOTHILLS

Lightning-Dragon Crest is a 9,000 foor-high moun-
tain with extremely steep slopes.

The southern face is very smooth. The availability of
numerous alluring veins of ore led several dwarves 1o
try fastening scaffoldings onto the most accessible out-
croppings in order to reach more remote spots. This
project has not yer succeeded, for the strong winds tear
away anything that is not dug deep in the rock, and the
perpetual rain and cold combine to cover the few pas-
sable rrails with sleec

Mareover, since the principal mine innel, the Long
Gallery, has reached this inaccessible face of the moun-
tain, the few madmen who persist in working on the
south face have now turned to a new project - building
4 southern entrance to the gallery. For the moment.
these plans will have to wait for the new enmrance to be
constructed, and since the dan does not seem very
enthusiastic abourt this project, the repairs be on hold
for at least a couple of years.

The north face is much less rreacherous. The base is
covered with a dense coniferous forest that is used for
the woodwork in the mine. As the slape becomes stee-
per. the face is rockier, and few plants are evident
This is where the habitations begin. They are usually
built ar the entrances of old mines that have been
refurbished. The mines, which are usually divided by
stone partitions (or wooden ones for the wealthiest),
are wsed as living quarters. By the entrances. there is
usually an edifice that houses the kitchen and the
hearth. Living closest to the surface is a sign of pros-
perity. The wealthiest members of the clan (chiet Goth-
mod, and the four dwarves in charge of the forge:
Randa, Vinka. Klenka and Wona) have stone and wood
houses built entirely on the surface. Even though cer-
tain traditionalists prefer underground life. depleted
mines, often cold and damp, are difficult to light and
heat,

Another sign of wealth is living as low as possible on
the mountainside. Newcomers and younger members
are forced to settle in the higher parts of the mountain,
where they risk being struck or having their house blas-
ted by the wrath of the sky.

¢& The Great House

This is where Gothmod. the clan chieftain, lives, His
huge house, approximately 30 yards long and 10 yards
wide, was built on a giant scale. There is a forge in the
middle of the house, which generates heat for the entire
dwelling through an ingenious network of pipes. The bel-
lows adjoining the forge, nicknamed “Whistler”. can be
filled with so much air that two gianis are required to
compress it. It makes a very loud wheering ngise that
can be heard far away.

The house was once used as an assembly room, where
the elder members of the dan could come to discuss trade
and rumaors, and "Whistler” was used ro convene the
assembly, Since the clan has grown, the Great House ts
too small to shelter all the giants. The Long Gallery is
now used for assemblies. Gothmaod dreamt of enlarging
his house, unfortunately, his architectural knowledge
was far from sufficient, so he called on the Square. He
15 now saving up money to pay their architects.

In the meantime, Gothmod is proud of his house,
which is stll the largest and the closest to the forest.
Whistler s now used as a signal to help mavelers find
their way through dense fog (though pinpointing the
sound amidst the mountain’s echoes requires some
practice),

vho Randa, Vinka, Klenka and Wona

Affecrionartely nicknamed “the quarter-giants®, these
four dwarves live in the second house built on the sur-
face. Unlike rhe Great House, their dwelling is on a dwar-
ven scale, Many giants covet it even though they would
hive no use for it

The hearth is in the center of the house, according 1o
giant rradition, where it is used as a forge. The ground
floor consists of a huge workshop full of metal ingots,
half-builr objects, leather laces, chains and twols. There
are several series of rails running across the ceiling, on
which slide many hooks. pliers, straps and harnesses.
These tools allow the four dwarf blacksmiths to coun-
terbalance their small size; otherwise. the production of
giant-sized items would be impossible for them. There
are always many new tools wairing to be placed on rhe
rails.

The second floor contains living quarters, and rhe
four sisters take pride in being “civilized”. The rooms are
furnished in the latest court fashion (with up to a ten
year delay because of the trade disputes between the Wild
Reaches and the rest of Harmundia). There are velver cur-
tains, wooden chests of drawers. four-poster beds, cabi-
nets full of old-fashioned dresses and many other signs
of womanliness scarrered all over the First floor. Woe be




unto he that mocks this establishment! The dwarves

have numerouns friends, most of whom are giants. It is
rarely a good idea to risk gering beat up by a couple of
thirteen-foot tall ruffians.
The workshop produces high-quality items thar esta-

blished a strong repuration h.'u‘ them. But. in spite of their
talents, the four sisters generally refuse to make weapons
unless rhe clan has to supply an importane client with
many items or if they are paid large amounts of money.
Iromically, these Lt[rrmclv high prices have antracted
many new customers from abroad, who now seek out
the sisters for all types of weaponry.

<& The Long Gallery
The oldest and the deepest mine gallery belongs to the
entire communiny. In E"l(llq'l”ﬂl tor free quarrying ot Any
veins discovered, all the members of the clan must par-
ticipate in its maintenance. The richest veins are higher
up the mountain, and the Long Gallery does nor supply
enough metal for everyone, bur many miners do not own
their own mines, and must work in this communiry
mine. After many years of work, the
Long Gallery is now over four

miles long and has rea { s ;
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of the mountain. g ~ E

Several miners
died in a cave
in when the

gallery reached the opposite face. Ever since then, the
clan has been attempting to excavate the gallery’s entrance
on the south face of the mountain, Among giants too
poor to possess their own mines, many hope that the
south side will provide new veins, and they're hoping a
way to reach it will be available soon.

The giants are already 5|1ecu|.1iir|g on the formnes
awaiting them on the ather side.

o Alamgurk’s Lair

Alamgurk is an elderly member of the clan, over 170
years old. He obtained the right from the clan to settle
in a4 mine next ro the Long (mlhr:,-. which he has dug
out for over a century. His house, permanently filled with

| smoke because of the lack of venrilation, shelters all

sorts of strange substances: dried herbs, glass jars full
of turgid liquids, intestines and other unidentifiable
parts of animals hanging from the ceiling, skins and
furs, strange tools, and even several books the giant
stole during the sack of Maechrak,
His “house” is built according to the traditional rules
thar governed the clan when life was more difficulr
Alamgurk is a fervent defender of madition, who
struggles against the wend of building houses
outdoors. He considers rhis idea radical and
dangerous.
Alamgurk is the clan herbalist, he provides
all sorts of decoctions (their usefulness is
often questionable). Most norably, he possesses
an unusual quantity of aster sap extract

& The Thundering Heights
Fast the second third of the mounrain
. begin the "Thundering Heights". The gianrs
#  mever venture here; only some foolhardy
dwarves and humans are stubborn enough 1o
try to maintain small mine workings, for there
are exceptional amounts of iron in this part of
the mountain. The galleries are small but exire
mely rich in ore, and danger is ever-present.
= Miners are regularly seruck down by light-
ning, and the booming thunder can cause
galleries to collapse.
But the oddest and most dangerous pheno-
menon comes from the metal veins, which shoor
out electric bols. One horrific tale tells of a meral
vein that preduced a ball of lightning that ricoche-
ted off the walls until the whole gallery collapsed
upon the mingrs.

THE DEN OF THE PREDATORS

The clan’s second geographical boundary
is the Den of the Predators. This is a huge
- glacier on which live a large pack of aswal
tigers, These ferocious predators are gene-

rally solitary creatures, but the tigers have gathe-
red here for unknown reasens. (Such aberrations are

r".',’



common in the Wild Reaches.} Rumors abound of a
tertile valley beyond the ice field, served by hot springs,
tull of game and abundant vegetation, Though no one
has corroborared rhese stories, it could explain how rhe
tigers can survive in such a remorseless environment

THE HUNDRED NESTS

Three hours walk from Gormor's hour stands the Hun

Crestand ir shelters a large communiry of Grear Cagles
Several giant tribes have setded under the birds’ nests.
These tribes mainly consist of former miners who have
grown weary of their underground work. They now
spend their time raining the Grear Eagles. This is, of
course, an exrremely d-.]“ﬂ".‘r{"“."; task, bur the BRINS are
talented, The power of such mounts is so extraordinary
that the clan has never been atracked in spite of the
wealth of their mines

dred Nests Peak, It is less steep than Lighming-Dragon

GOTHMOD o

Race: glant Secondary attributes guage: Kosaki 2, Law 5, Strategy 2.
Sex: male AIM: 5 Surgery 4
Age: 52 ART: - Occult: Concord 1
Height: 139" {S12 +3) ASC: -
Weight: 1371 [bs. DB: 459 Assels
MOY: 8 HP: 161 Office (clan chieftain), Great Eagle,
MEL: 8 Giant armor
Atributes SWT.55 - 4
Flame: 0o CWT: 80 2 Faulis A
- Unpleasant, Flaring temper
Body: o0 Fortune points: 0
Body bonus: 0 Flame powers: none Combat
AGI: 3 Darkening: 5 Initiative: 10. giant sword 13,
PER: 7 Perfidy: 0 tower 6, boulder 12
STA: 17 Melee amtack: giant sword 18,
STR: 19 Skills tower 15
Trials: Weapon (giant sword) 9. Distance artack: boulder anack 11
Spirit: W0 Weapon (shield) 8, Weapon (boul-  Melee defense:
Spirit bonus: 0 der) 5, Alertniess 5, Athletics 7, 8, Dodge:6
INT: & Dodge 6, First aid 3. Ride; Greai  Parry: giant sword 18. tower 2|
WIL: 7 Eagle 5. Survival (spec.: mountains)  Distance defense: 0
Rogue: Hunt 5, Intriguie 7. Stealth6
Soul: /0 Courtly: Diplomacy 3. Eloquence 5. Typical quote:
Soul bonus: 0 Etiquetie: Wild Reaches 7, Fast  « Go **** in the Abyss! Da clan
CHA:6 talk 4. Stewardship 6, Trade 3. Tra-  come bfore ev'ry'thin’t 'l kill all
CRE: 6 ditions: Wild Reaches 5 dese who don't agree! May the
Knowledge: Astronomy 1, Beast  Lightnin'-Dragon strike me dead If
lore 6. Geography 5. History & [don’s!s
legends 5, Language; Nordik 7, Lan-
Boulder =2 +1 = +45 (C) g 354
Giant sword +3 +1 +1 4T (3} G -
Tenwer = -1 +5 +41{C) ﬂ -
Armor: full chain mail (penalty -20. prot. 29) _ =
L




:. Sy W}*ﬁis‘% 3 1:

GREAT DRAAKEN MOUNTAIN

This smill rise, completely overshadowed by the sur
rounding mountains, was a draaken haunr, They lived
beneath the mounrtain for cenmuries, unil one day it col
lapsed From excessive digging, creating this huge hill of
boulders. Erosion then molded the heap of boulders
into a hill.

Even though there is no proof, rumor has it that draa
ken survivors stll live within the mountain. The legend rells
of some draaken who, buried alive only a couple of yards
from the surface, blended into a Great Draaken in order
to break their way out. Everyone avoids Grear Draaken
Mountain, for there have been many disappearances in
the area as well as a pack of sheers (see AGONE rulebook
p. 31} living on the lowest slopes of the mountain that was
decimated, Though perhaps these occurrences are only
due to aswal tigers coming to hunt in the valley...

People of Note

GOTHMOD

Gothmod is a strong giant in his prime. His main
fault is a lack of interest in blacksmithing. Only his chiet-
tain status and his strength guarantee him the respect
of the other clan members, He s considered a Rerce
warrior. and his reputation is deserved. bur he lacks

RANPA, VINKA, KLENKA AND WONA

Race: dwarf Secondary atiributes Occult; Concord (spe.: esoteric
Sex: female AlM: & architecture) 5, Pemonology 5,
Age: 55 ART: 7 Magical art: Shape 6
Height: 49" (SIZ - 1) ASC: -
Weight: 1584 Ibs. DB: +2 Combat
MOV: 2 HE: &0 Initiative: |5

MEL: 6 Melee attack: morning star |3
Attributes SWT: 20 Distance attach: =
Flame; 210 CWT: 30 Melee defense:

Dodge: 12

Body: 3/0 Fortune points: 4 Parry: morning star 12
Body bonus: +3 Flame powers: non: Distance detense: &
AGL: s Darkening: 2
PER: 7 Perfidy: | Magical Arts
STA: 11 Shape APT: 16
STR: 9 Shills:

Trials: Weapon (Morning star) 5,
Spirit: 20 Alertness 7. Athletics 7, Climb 6, Reinforce, Remodel. Sharpen a
Spirit bonus: +2 Dodge 6. Survival (spe. moun- blade
INT: 7 tains) 3
WIL: & Rogue: Conceal 6, Intrigue 7 Typical quote:

Courtly: Blacksmithing 10, Eii- Randa: "Ahh. you want a weapon?”
Soul: 3/0 quette: Wild Reaches 5, Sculprure 6, Klenka: “Humm. .. you bnow our
Soul bonus: +3 Stewardship 8. Traditions: Wild prices are..
CHA: 5 Reaches 5 Vinka: ~. m:u quite cheap...
CRE: 10 Knowledge: Astronomy 1. Geo- Wona: * hui a'good weapon is

graphy 7, History & legends 5, Lan-  worth nny price”™

guage: Nordik 7, Language:

Kosaki 5, Season winter 5
Weapons Init. At Def. Dam, siz
Morning star 0 -1 2 +8{LC) I

I W

Armor; partial leather & metal (penalty -2, prot, 5) r"




Race: gliant Occuli: Concord 4
Sex: male AlM: 4
Age: 172 ART: - Assets
Height: 13'7" (SIZ +3) ASC. - Secret hideout, Presence, Immunity
Weight: 1286 Ibs. D +27
MOY: 8 HP: 144 Faults

MEL: 6 Ofd-timer. Grandiloguence, Brag-
Attributes SWT: 48 ging
Flame: 00 CWT: 72 .

Combat

Body: 0/0 Darkening: 7 inftiative: 8, boulder 12
Body banus: O Perfidy: 25 Melee attack: -
AGE 2 Distance attack: boulder 10
PER: & Shills: Melee defense:
5TA: 14 Trials: Weapon (boulder) 5, Alert-  Dodge: 4
STR: 16 niess 7. Athletics 3, Climb 3, Dodge 2, Parry: -

First aid 5, Survival (spe. moun- Distance defense: 2
Spirit: 0/0 tains) 9. Swim 3
Spirit bonus: 0 Rogue: Hunt 5, Intrigue 5. Searchi4  Typical guote:
INT: 7 Courtly: Eloquence 5, Etiquette:  «The young don't briow whats goad
WIL: 5 Grolmak clan 7, Fast talk 5, Ste-  no more, They're really stupid ‘cos

wardship 4. Trade 2. raditions: Wild  the rituals o'giants is important.
Soul: /-2 Reaches 5 They shouldn't forget that, nope.
Soul bonus: -2 Knowledge: Alphabet |, Astro-  There are three laws (o follow: the
CHA. 6 nomy 1, Beast lore 6, Geography 5, firstoneis. ., hum.. . traditions. The
CRE:6 History & legends &, Language: Nor-  sécond is.. «.

ik 6. Law: 5, Medicine 6, Plant lore 5,

Senson:summer 7, Surgery 7
Weapons Init. Att. Def, Dam, Sz Range
Boulder +2 +1 - +351C} 2 30y
Armor: none r

-

military experience. Fortunately for him, his clan is
strong enough to dissuade porential attackers

RANDA, VINKA, KLENKA AND WONA

These four dwarves are twins, They prefer to use Shape
in their forge, but they have enough raw ralent to do
withourt their opuses when necessary, When speaking,
they always finish each other’s Ihuughu Their legendary
bad temper is mainly a protection from the har sh envi-
ronment in which [hw,' live. The four sisters are roman-
tic, and they await a mortal soul who will see @ need
for love behind rheir harsh exterior. Be warned, the sis-
ters consider themselves one whaole person, and a poten-
tial lover would have to manage all four dwarves. Their
nickname, "quarter-giants”, has not only been anribu-
ted to them because of their size but because together
they are capable of standing up to a giant!

ALAMGURK

This is a very old giant whose face is grooved with deep
wrinkles, but the frankness of his look is still awe-ins
piring. He claims that the books he stole during the
sack of Maechak contain much magic thar he has mas
tered, but in reality he has no magical powers. In fact
he only brought back a cookbook and an erotic novell
He spent many years studying the cookbook in order to
decipher it. Alas, he is not familiar with the ingredients,
50 has convinced himself that he possesses an occult
book of power, and has decided ro become an herba-
list. His sole success with plants ishis decoction of aster
(see AGONE rulebook, p. 31 Alamgurk is sure that if
he could obtain the other ingredients listed. he would
then be able ro perform many wonders. He hopes that,
by becoming a miracle-worker. he will inspire the clan
to return to more traditional beliefs.




USING THIS DOMAIN WITH
"KING OF SPRING™
The Barony of Melif should become an enclave in
the Eaglefine Mountains. Life there will be more dif-
ficult, and the courn will be rougher than what is

described in the Drama, Tharon will be a warlord
from the Wild Reaches.

REINFORCE

This Shape opus was created by Klenka who imme-
diately taught it to her sisters. It has enabled them
1o bulld giant-size armor and weapons. No one has
vet dared 1o ask the sisters for a suit of plate armor.
Soon perhaps...

Threshold: 25
Area of effect: no fimit

Hndﬂhquhu?m

Effect: "Reinfarce” alloves the Shaper to strengthen
& material. It could. for example, be used to create
glass armor that had the durability of metal. Klenka
sometimes uses this opus to strengthen her metal o
the durabifity of stone. Unfortunately, she is not &
talented enough Shaper to succeed every time with
her opus, 5o she does not use it too often.

THE GREAT EAGLES

These masters of the sky are ferocious predators
that could 2asily lill a giant, Thelr wingspan reaches
25 yards and they weigh up to 1,100 [bs, Their fea-
thers are generally golden, though white or amber
eagles have been seen from time 1o time. Unlike
regular eagles, Great Eagles do not have particu-
larly good eyesight. Bug their prey is usually large
encugh. g

AGL3

PERT

STA 29

STR92

SIZ +4

MOV +3 (on the ground) «20 (in flight)
DB 457

HP 166

SWT 55

CWT 85

Skills
Weapon (beak) 7, Weapon (claws) 8, Athletics 7

Weapons Inmit. At Def.

Dam. 512

Beak © +2 4 +64(I/5) 2
Claws -l +1 - +67 (IE)y 2

Intrigues

ALAMGURK'S SECRETS

The old giant has two secrets, The first concerns drach-
mis, the cursed gold of the Masque. Approximarely ten
years ago, 4 merchant who passed by paid Alamgurk a
fortune for his aster decoction. Amongst the coins, he
slipped in several drachmas. When Alamgurk finally dis-
covered them, he told everyone he was going our to
search for some new plants, but he actually followed the
merchant and killed him. Since then, he has hidden his
treasure in one of the mountain’s numerous crevices.

Though it is dangerous, Alamgurk enjoys having an
occasional look at his treasure, counting and recounting
it If his misdeed came to be known, the old giant would
lose all his credibiliy.

His second secrer concerns the aster and the valley that
lies beyond the Den of the Predators. The old giant has
discovered a hidden passage that leads all the way to the
valley without coming close to the tigers. As he is a fer-
vent defender of ancestral raditions, he decided not to
tell anyone, for if the clan came to know this, they would
surely settle in the valley. Moreover, he discovered a
large amount of aster on the lower slopes of the den.
How long before one of the clan members or an aswald
tiger notices his wanderings?

THe HORDE'S WEAPONS

The clan’s most impartant client is a troop from
Lyphan, whose usual weapons are inferior to those for-
ged by the dwarven sisters. The four sisters are now
creating a light mobile siege weapon to be used by the
nomadic horde, Unfortunately, some Princean spies have
heard of the project. Therefore, one of these days, a
group of mercenaries will probably attempr to destroy
the weapon, The only thing that keeps the mercenaries
at bay is the clan of the Hundred-Nests. Bur perhaps one
day they will rise to the challenge...
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| Then, with the help of enchantments, the four sisters
imbued your armor with increased durability. This asset’s
cost depends on whether you choose a vest, partial
armor or full armor. Here are the atribures of the armor:

Playing in
LCightning~Dragon Crest

Vest only: penalty -16, protection 16
Partial armor: penalty -18. protection 19
Full armor: penalty -20, protection 22
ASSETS Al

& Great Eagle (3 or5)

«& Giant armor (only for giants; 1, 3 or 5) You possess one of these fabulous crearures and you
The "quarter-giants” made you (in exchange for afavor | can mount it! The cost depends on whether you are a

or a large amount of money) chain mail in your size. | giant (3) or a human (5).




earest _{rr'ﬂlm'r,

In answer to your request you will find here a ﬂ*u'
notes regarding the barony of Arboline, where |
carry out my work. Before going any further,

allow me to fucus your attention on the ::;_v;'s'j-r'.::-' -:-f
thiz case. L-'uurmrg.r to your expectalions, the
Enemy is almost absent from this area of Urga-
mand. However, this is the land qj'rnnc c-,lr the
aldest noble familics of the country and the bur-
den .1_{ traditions ng.:—' rn'!’.w:r it share |_1__|"-p||r|_1hs
and resentments. So the situation is not as secure
as would be -Impcd'l.

This Domain took in the Liturgist deserters
.J‘rurr'ng the second crusade against [ '-r}'mnmnur.

-lrlrh"”gllll “’n’l‘ .!"'L'IFDH l.h'l{"J'JL"M'IIIL‘n‘r:'?CJr “II'EIH as ||IFI5 .“\'H!r-

jects, the local f.\'l'lp‘."n_ ara guite hostile towards
them. This has caused several crises alve ua'lu and
the situation i:n.*ps getting worse,

An fnspir..'.n‘l is. now the ruler cl_,lr. this ;ll'ramu{.t But
!'Jrim:glll he involves L,l‘pn_-:g}lf IL'J’.'-‘IE..J!!.‘.J#CJ{U in the
duties bestowed f"y his Flame, he shows mare and
more |'|.-=un‘.|r:|i'rr:'|r fm’ the rp_-i!‘.u:lﬁ']‘;‘l‘l-.liiﬁd"ﬁ qf‘ his qﬁfiﬁ.
and tith. Having !Ix-_ll'la-i.-vu.ir.-..fl an outlam he does

not suspect the haste with which his éwn cousin

iz p.lr‘.m ning his :,zr;sal-nﬁlﬂ.

The origins of the Arboline family are inseparable
from those of the Realm itself. This long line of barons
has always ruled over Arboling's fertile lands, which are
blessed with the fairest weather,

Defenders of Urgamish traditions, the Arbolines have
always been staunch supporters of the First Baron. The
family is renowned throughout Urgamand for its wis
dom and decency.

The last famous name in their long line is Golwef. His
rule was threatened by the Janrenian invasion and the
Liturgist crusade, but Golwef proved himself worthy of
his title and ancestors. He managed to spare his sub
jecrs many hardships, while energetically helping Agone
of Roundrock save the Realm.

Frenolen of Arboline succeeded i ten years ago. Son
and sole heir of Golwet, he shouldered the tde of baron
aran early age. Confronted today with a very demanding
siuation, his abilities are seve n.h purt to the test. He is
following in the footsteps of his ancestors and seens, des-
pite his youth, to have inherited all their wisdom

Such a high opinion of Frenolen is not universally sha-
red. His cousin Herles and others are actively scheming
to depose him, and seize the reins of power.



ARRIVAL OF THE LITURGISTS

The erusade organized by the Ponnff of the Liturgical
Province against Agone of Roundrock stivred the dis-
content of many of the realms’ denizens. Enlisted against
their will, some crusaders deserted o join the Urga-
mish resistance.

Seeing these events unfold, Golwef was sensitive to the
plight of the refugees and granted them sanctuary in his
Domain. Enlisting the help of his subjects to feed and

heal them, he gathered these potential allies in a camp |

built near his castle. His generous acts also enabled him
fo root out taitors and SPit’S 4mMong Th'f' I-'I-t"i-l.’l'tl."r‘.‘-
After the defeat and departure of the Liturgists from
Lirgamand, these refugees settled permanently in Arbo
line. A few were able to coexist with the local popula
tion, but most were seen by the Urgamish people as
remnants of the enemy that had plundered their coun
try (even though they couldn’t return to the Liturgical
Province without being burnt at the stake). True 1o his
pledge. rhe baron did all he could o help them and

THEHERETICS

This is the name the Urgamish denizens of the
Domain give to the refugees and their offspring, des-
plte the fact that most of these poor pecple are still
faithful to Saint Noven’s teachings. They live in a
camp located north of Lanarlion. This shantytown
of insalubrious hovels shelters a sickly and famished
population.

Most of the nativies of Arboline despise the refugees,
who, rejected and excluded, often have no choice
but to resort 1o thievery and crime to survive. The
Wreckers denounce this segregation and have
become the refugees’ ocal heroes,

THE ARBOLINE BARONY

Realm: lrgamand
Buler: Frenolen of Arboline
Strength: 7 Inspired. 7.500 Dullen

BODY: 6/4

Army: 6

Defense: 5
Denizens: 7
Organization: 5~

SPIRIT: &/s
Finance: &6
Information: &

SOUL: 5/4

Magical ability: 5
Diplomatic relations: 6 '

soothe the resentment of his people. but hatred slowly
grew

As a result, the Domain is overpopulated. The refugees
| suffer the most from the resulting roubles, Ostracized
and excluded from the villages. they live in misery and
squalor

FRENOLEN AND LUNELON

The years caught up with Golwef, who died during an
exceptionally harsh winter. As Frenolen became baron,
a group of refugees infuriated by their lot gathered
themselves into a band of ship-wreckers. By the time the
new baron was settled in his office, they were organi-
zed enough to protect themselves effectively. Frenolen
had an arduous task waiting for him when he tried o
put an end to their activities, He was hard-pressed by
the legitimate demands of the residents of the harbor,
and he had to spend large amounts of money ta pro-
tect them and to pursue the troublesome outlaws,

While tryimg ro bring them to justice, Frenolen couldn’t
help sympathizing 'm[h them. He resolved 1o try 1o
negotiate with the Wieckers,

The group's leader, Lunelon, agreed to meet the baron
and discuss a compromise. They parleyed a few imes, and
despite the circumseances rook liking o each other. They
eventually discovered they were both bearers of the Flame,
and from then on became fast friends. This unexpected
rurn of event led Frenolen to keep his ties with Lunelon
a secret, and the lamer's activities became less conspicuous,

RECENT EVENTS

Herles knows nothing yer of his cousin's connection
with the Wreckers. If he finds out, he will do everything
he can to use this secrer to overthrow Frenolen. The
Wreckers still destroy ships, though less frequently than
they used to, and with hardly any loss of life since they
were joined by Permun, a lormist mage close to the
baron, who is skilled at incapacitating his foes. They live
on the coast and spend their time exploring the many
creeks and sea-caves on the Domain, some of which are
in the hands of the Masque,

Frenolen sends food, weapons, and even trusted people
o the Wreckers. He intends to tum them into an armed
force able to contend with the Enemy in all its guises.
Their first goal is to deanse the Domain, but he envi-
sions eventually using the group to cross the borders and
help other Inspired in their struggles. This is still a dis-
tant prospect, though.




Geography

Arboline is an old coastal barony located only a few
leagues from the border of the Liturgical Province. It is
blessed with balmy weather, despite frequent showers
and strong ocean winds, The area is mostly made up of
green plains sprinkled with groves, The land is fertile and
the peasants have no trouble feeding their families,

In the south of the Domain, the moor stretches to the
horizon, In the southeast the hills are covered by a thick
forest whose variety of flora is legendary, drawing her-
balists in search of rare plants. The north border fol-

s
A wrecker

lows a river that turns into a muddy delta betore flo-
wing out 1o sea,

The castle where the baron lives is built in Lanarlion.
This harbor is not big enough to be called a city, but it
is an important center for trade that, like many Urga-
mish seaports, shelters a small Aeetin the service of the
First Baron. The quality of the Domain's products is gai-
ning notoriety and the shipping business is giving rise
to a local bourgeocisie. The earliest of Lanarlion’s buil-
dings are as old as Arboline Castle. These constructions
are architectural marvels that give the place a good deal
of cachet with tourists,

ARBOLINE CASTLE

Facing the ocean in the center of the village is Arbo
line Castle, residence of about thirty nobles. Only Fre-
nolen holds power over the Domain, bur all have
Arboline blood flowing through their veins. This doesn't
necessarily entail wealth, bur most have enough
resources to live as befits a member of the Urgamish
nobility. The castle itself is a curiosity. It is huge and
designed in a very grandiose style of architecture. It
purportedly dates back to the Flamboyance and was
built above the ruins of one of tharera's
m‘ cities. No one has discovered any mys-

tical properties of the caste, though
spedialists from the Square said the powers
of such a building might be dormant and
only reveal themselves in answer to a climaric
event.

Shops and houses are scattered on either
side of the castle; and rhe narrow canals
that lead 1o the sea are devoted to fishing
and the shipment of goods, Between great
waoden warehouses, seamen busily load
and unload cargo under the warchful gaze
of merchants and their accountants, The
place is busy all day long, burt after dark, des-

pite patrols of the baron's militia, itis not a
safe place ro be without a weapon.

THE CoAST

Swathed in must, as darkness gives way 1o
the first rosy glimmers of dawn, the
granite cliffs overlooking the sea are

~a magnificent sight. They vary in height

" from one hundred to one hundred
‘and f'iftly feet. The coastline seems

straight enough, bur the cliffs are inden-

- tedand dug up by the sea and the wea
' ther. As 2 result they are sprinkled

with small grottoes and rivules

+ A foorpath on the cliffs rutluws

“the coast from one end of the

Domain to the other. Used by the



Wreckers, it is reputedly dangerous and is taken less
and less by the native people as time goes by.

& The Wreckers

Lunelon gathered this bunch around him, and they view
him as their savior and legitimate leader. Their small
community is erganized around principles of egalitaria-
nisim and a fair allotment of rewards, not unlike a pirare
crew. Though few of them are aware of the implications
of the struggle against the Enemy they are being led into.
most are very happy about this ru rn of events. For them
it is a way to feed their families while doing something
useful and withour resorting to criminal acs. They are
mostly good and brave people that were driven over the

edge by their desperate situation. They are aware of the
risks taken by the baron in protecting them and view him
as a holy man, Though leming their victims live seemed
at first a dangerous idea, they eventually accepred Per-
mun and his sleep spells with some relief

THE VILLAGES

Three villages have been built on the Arboline lands:
Tanderl in the east, Polim in the north (near the Mis-
teler Delra), and Lomoc ar the foor of the hills to the
southeast. The last makes use of the varied vegetation
o produce all sorts of perfumed honeys. And the del-
ta's meaty eels have established several cooks' reputa
tions in Polim

Give or take a few niceties, the three villages are almost
identical. They are each fifty to sixty people strong,
mostly from peasant families. The baron’s militia main
tains an outpost in each village, with three to five sol-
diers in residence. The villagers profit from the access to
the sea provided by the harbor, exporting what they
cannot sell locally. This allows them a standard of living

| other Urgamish peasants envy.

Race: humian Secondary attributes Sword 8 Weapon; Shield 8, Wea-
Age: 31 AlM: 5 pon: Mace 6
Height: 617 (SIZ 0) MEL: 6
Weight: 198 Ibs. HP: 50 Assets & Faults:
MV: 3 SWT- 16

CWT: 25 Lord (5), Remains of the Flam-
Artributes DB +1 boyance (3), Dark secrer (2)
Flame; 110

Fortune points: 2 Combat !
Body: 1/0 - Flame powers: nong
Body bonus: +1 Darkness: 0 Initiative: 11, Sword 12, Mace 11,
AGIlity: 5 Perfidy: 0 Knight shield 8
PERcepiion; 5 Melee attack: Sword 16, Mace 14,
STAmina: 6 Skills: Shield 15
STRength: 8 Courtly: Diplomacy 6, Eloquence 6.  Ranged attack: -

Etiquerie: Urgamish nobility 8, Fast-  Melee defense.
Spirit: 1/0 talk 7. Stewardship 6, Trade 4, Tra-  Dodge: 2
Spirit bonus: +1 ditions: Urgamand & Parry: Sword 16, Mace 12, Shield 19
INTeligence: 8 Knowledge: Alphabet: Armgardic 7. Ranged defense: |
Wiklpevwer: 8 Geography 5. History & legends

{spe: Arboline) 5. Language: Urga- Quote:
Soul: 1/0 mish 7, Language: Keshite 3, Law g,
Soul bonts: +| Strutegy 7 The point is not what duly
CHArisma: 5 Rogue: Hum 5. Intrigue 5 “demands, but what can be done.”
CREativity: 4 Trials: Dodge 6, Ride 7. Weapon: ' '
Weapon Init. At Def. Dam. siz
Sword +1 +1 +i +5 (M) o
Mace 0 +1 3 +5(C) Q
Knight shield -3 0 4 +21(C) o
Armor: partial plate (penalty -10, prot. 13)




Armor: leather. vest only (penalty -1, prot. 2]

Race: human Secondary atiributes Weapon: Bow 7
Age: 29 AlM: 7 Occult: Dancer fore 3, Demono-
Height: 5'10" (SIZ 0) MEL: 6 logy 1
Weight: 159 Ibs. HP: 45
MV: 3 SWT: 15 Assets, Faults, Gifts, and Sor-
CWT. ag roOwWs:
Antributes DB o Attractiee (1), I-repute (1)
Flame: 10
Fortune points: 2 Combat ’
Body: 1/0 -4 Flame powers: none Initiative: 15, Sword 16, Knight shield
Body bonus: +1 Darkness: 0 12; Bowr 10
AGllity: 7 Perfidy: ¢ Melee attack. Sword 15, Shield 12
PERception: 7 Ranged attack: Bow 15
STAmina; & Skills: Melee defense:
STRength: 5 Courtly: Diplormacy 5. Eloquence 5. Dodge: 14
Fast-1alk 3 Parry: Sword 15, Shield 16
Spirit: 10 Knowledge: Alphabet: Armgardic 2 Ranged defense: 7
Spirit bonis: +1 Cult: Linurgist 8, Geography 3. Lan-
INTeligence: 6 guapge: Liturgic 8, Language: Urga-  Quote:
WiLlpower: 8 mish 5. Navigation 6, Strategy 5 "Speak then, friend. But keep in
Rogue: Conceal 7, Disguise 4, 6, mind that my Blade has no fondness
Soul; 1/0 Intrigue 4, Poisans 6. Stealth 8 for Hars and spies.” :
Soul bonus: +1 Trials: Alertness 7. Athletics 5,
CHArsma: 6 Dodge 7, Survival 6, Swim 5, Wed-
CREativity- 5 pon: Sword 7, Weapon: Shield 5.
Weapon Imit. At Def. Dam. SIZ
Sword +1 +1 +1 +4 (S/1) Q
Knight shield =3 0 +4 +1(C) 0
Bow +4 o - +7 Iy o

People of Note

FRENOLEN, BARON OF ARBOLINE

As flaxen as his ancestors, Frenolen is a force of nature.
His quiet. thoughtful, and sometimes dreamy disposi
tion prevents him from being a good warrior, but he is
nonetheless able to face adversity and welcomes his
duties as baron of the Domain. He is an upright and eager
man. worthy of the Arboline name.

He is also a tormented individual, obsessed with the
secrer of his friendship with Lunelon, and yearning to
leave his office to fight the Enemy throughout the Twi-
light Realms. He feels he cannot abandon the Domain
without dishonering the memory of his father and those
whao ruled before him. This dilemma weighs heavily on |
his soul, and he is desperately looking for a way to alle-
viare the situarion.

LuneLoN, CHIEF WRECKER

Tall and lean, Lunelon has an intense and piercing
stare that gives him a powerful presence. which he knows
how to use to his best advantage.

He is insubordinate to the core, foolhardy and fasc
nating, He cannot conceive of leaving an injustice unpu
nished., and makes himself the champion of all causes. His
friendship with Frenolen is genuine, and he has involved
himself as deeply in fighting the Masque and its minions
as he did in the rebellion thar spawned the Wreckers.

PErMUN, JORNIST WRECKER

This mage was taught in the Arboline School and was
one of the most ardent pupils ever welcomed ro the vene-
rable institution. Being of Liturgist exmraction, he was
granted ruition only by hiding his true identity from rthe
faculty and the other smudents. He was found our and expel-
led one year betore the end ot his studies, and therefore
no gem adorns his torehead. His fascination with Dan-
cers made him strive 1o finish his studies by himself.

His ambinon has won him the esteem of Frenolen.
When he was brought before the baron to be punished
for some miner crimes, he was sentenced to spend a few
years in the depths of the dungeon, but the next day, an



Race: human Secondary attributes Assets, Faults, Gifts, and Sorrows:
Age: 24 AIM: 4 Gifted Dancer, lll-repute
Height: 5'7" (S1Z 0) MEL: 5
Weight: 143 Ihs, ASC:8 Combat
MV 3 HP: 51 Initiative: 10
SWT. 16 Mefee anack: Mace 13. Dagger 15
Attributes CWT: 25 Ringed atack: -
Flame: 1/0 DB 0 Melee defense:
nﬂdﬂaz e
Body: 1/0 Fortune points: 2 Parry: Mace 9, Dagger 12
Boxdy bonus: +1 Flame powers: nong Ranged defense: 5
AGIlity: 4 Darkness: 0
PERception: 5 Perfidy: 6 Ascendancy
S5TAmina: 6 ASC APT 21
STRength: 6 Skills:
Courtly: Eloguence 5. Steward- | Dancer, Total Stamina 6
Spirit: 1/0 ship 4. Traditions: Urgamand 5, Tra-
Spirit bonus: +1 ditions: Liturglcal province 2 Spells
INTeligence: 8 Knowledge: Alphaber Armgardicd.  Minor healing (15). Invisible arm
WiLipower: 7 Astronomy 5, Geography 7, History  (15). Protective aura (25), Sleep (25)
& legends 2, Language-: Urgamish 6,
Soul: 1/0 Language: Lutirgic 3, Plant lore 5, Quote:
Soul benus: +1 Season: Winter 3, Season: Spring 4 © the Mage! Do | have 10
CHArisma: & Rogue: Poisons 4, Stealth 4 ~ jam a pebble in my Torehead for
CREativity. 7 Trials: Alertness 5, Dodge 6, First  you o acknowledge what 1 am®
Aid 5, Ride 4. Survival 4. Weapon:
Dagger 8, Weapon: Mace 6
Occult: Cipher lore 5. Dancer lore 5,
Demonology 3, Resonance: Jornist 6
Weapon Init. Att. Def. Dam.
Dagger 0 +2 ) oy it
Mace o +1 -1 +4.(C) Q

Armor; leather. vest onty (Penalty -1, Prot. 2)




incredulous Permun found himself among the Wreckers.

He has since settled in as Lunelon’s lieutenant, and his |

miagic allows them to put the survivors of wrecks to sleep,
sa the boats can be plundered without killing the crew.

A discovery they made about the area’s Dancers unsett
led him, and he now devotes all his abilities to finding
an explanation and a solution to this grievous problem
{see ‘Grotroes and Creeks’ below).

CousIN HERLES OF ARBOLINE

A smooth talker with a handsome face, Herles is an
inexorable charmer. Long and well-kept blond tresses fall
over his broad shoulders, Always dressed according to
the latest fashions, he grooms himself almost to excess.

Herles is extremely self-centered and wanrs atany cost
to become baron. He is terribly jealous of Frenolen, but
hides his animosity behind a veil of politeness. He is cur-
rently gathering his most influential relarives to overthrow
the baron. He has an extensive network of contacrs and
informants, and is on the verge of becoming truly dan-
gerous. Frenolen is not aware of the threat occupied as
he is with the Wreckers and the demands of his office
Bur Herles has spies all over the castle and it is only a
matter of time before Frenolen's secret is revealed

Infrigues

' HERLES” CONSPIRACY

Frenolen's cousin has built an extensive nerwork of
informants for himself. His spies are everywhere and
information flows back to him in record time. Not unlike
an eminence grise, he knows much about the family’s
sectets. At least he knows enough to blackmail many into
serving his cause

His brother and sister for instance are impossibly in
love with one another and rallied o him afrer a* lintle
chat”, The chamberlain also chose Herles' side after his
previous career as a cutpurse was unearthed. Willingly
ar not, many people close to the baron have begun plot
ting his demise.

Herles fears the birth of an heir. He knows he will
sooner or later find a way to compel his cousin to abdi-

Race: human Secondary attributes Trials: Alertness 6, Athietics 4,
Age: 41 AIM: 6 Dodge 7. First Aid 3, Ride 6, Wea-
Helght: 5'11" (S1Z 0) MEL: & pon: Rapier 8, Weapon: Shield 8,
Weight: 161 Ibs. HP: 45 Weapon: Sword 7
MW: 3 SWT: 15
CWT. 22 Assets, Faults, Gifts, and Sor-
Attributes DB:0 - TOwWsT »
Flame: 1/0 Attractive (1), Presumptuous (1)
Fortune points: 2 L
Body: 1/0 = - Flame powers: nong Combat
Body bonus: +1 Darkness: 0 Initiative: 14, Sword 15, Enpler 16,
AGIlity: 7 Perfidy: 0 Knight shield 11
PERception: 6 Melee attack: Sword 15, Shield 15,
STAmina: 5 Skills: Rapier 17
STRength: 6 Courtly: Eloquzncﬂ 6, Etiquette:  Ranged attack: -
Nobility 5. Melee defense:
Spirit: 1/0 Stewardshi ’i,'[mdiﬂnmlttqu- Dodge: 15
Spirit bonus: +1 mand 7 Parry: Sword 15, Shieid 19, Rapier
INTeligence: 7 Knowledge: Alphabet 16 _
WiLlpower: 7 Armgardic 7, Amunnmy%ﬁeu- Ranged defense: 7
o uraplw mwstury&mwnds#.
Soul bonts: +1 Kt:shims Iawﬁ,&rmwﬁ ? “l am cenain we can be of help 1o
CHArlsma: 9 Rogue: Hunt 4, Stealth (spe: ~ each other, my friend.”
CREativity: 8 indoors) & .p i :
‘Weapon Init. Att. Def. Dam, = = SIZ
Sword +1 o +1 +4 (5 -
Knight shield 3 o 4 Ral(C) & -
Rapier +2 +2 1 » o
Mmmﬂmhut:mtﬂpnhﬂnuhmmﬁpgﬁmmh ’




cate, but if Frenolen begets a son before surrendering
his office, the child would become baron and Herles
only a regent. This is what currently obsesses him, He
may decide to push his luck by engineering an "unfor-
tunate accident”, If assassination turns out ro be the only
way to eliminate the baron, he will not shy from ir.

GROTTOES AND CREEKS

The Urgamish coastline conceals numerous myste-
rious creeks and caves.

The Wreckers know the coast better than anybody
and have ser up shelters in these isolared places. Lune-
lon and Permun are convinced some of them are hideouns
for servants of the Masque. They have noticed thar Dan-
cers who leave the vicinity of Lanarlion 1o enjoy the
cliffs’ rocks rend to come back marked by the Masque
Ferfidy and Darkness rake hold of the Dancers, leading
them to lose interest in the Dance and behave incohe
rently. This corruption is swifr and the infected Dances
invariably dies within a formight after contamination

The outaws are actively welnng this corruption in
some of the deepest and most inaccessible grotroes,
They have yet to find anything of interest.

THE BEAST OF THE Hiuls

The southeastern hilly part of the Domain has lately
been the stage for disquieting events. People from the
Lomoc village have had their herds decimated during the
night. They found carcasses eaten to the bone, others
burnt to a crisp, and some beasts are still missing. Dif
ferent herds were slaughtered within a few nights of
gach other. The peasants have organized a watch to
monitor the remaining animals night and day. Rumors
abound, and there is talk of a monstrous creature coming
down from the forest in the southeast. Occupied elsew
here, the baron has not yet turned his attention to the
matter, but three soldiers from an ourpost who went 1o
investigate hive been missing for a few days.

These incidents have been caused by a fleeing group
of Obscurantists. Wanted by the Cipher-sorcerer, they
took refuge in the hills to shake the censors off their lr.nl
They are escorted by half a score of combar-hardened
mercenaries. They attacked the herds to ger food, and
the mages used rheir spells o cover their racks: They
are now hiding in the depths of the forest, waiting for
the censors to abandon their pursuit.

A demon from the Abyss lives in a small hut deep inside
the forest. lts advocatus, the owner of the place, lived as
a hermit far from cvilizaton. He is now dead, but the
demon is still bound by the connivance and is enjoying |
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its unexpected surcease on Harmundia. The connivance
stipulated that the demon had to abey its invoker and
tend to his house and his Hock of sheep. Though the poor
man is dead, the demon still cares for the house and sur-

vives on eating a sheep every month. Enjoying this quiet

and peaceful life, the demon néver attracted any atten-

tion in the yeirs since its invoker's death.

The soldiers from the outposr came upon this for-
gorten hut and its bizarre occupant. Thinking rhey had
tound the elusive "beast of the hills™, they artacked, The
demon, befuddled and frightened by this lack of man-
ners, lad no choice bur to shaughter them

Playing in Arboline

ASSETS

«& Harbor merchant 2
(counts as an Office)

Berween the comperirion and the seeuriny 11|'1'-|1||.*r1|s
caused by the Wreckers, the way wis not easy. But vou
manage. and your lietle business now provides you with
a hefty income.

You are respected by the Guzens of Arborline,

& Link with the Wreckers 1

Though perfectly integrated into the population. you
have some connections with the coastal outdaws. Most
likely, these relations are commercial, with heavy pro-
firs, Whatever the case, you benefit from a secret link
with the “Plague of Arboline”.

& Fought under Golwef 1

It's been a while now, but you will never forget the
glory of knowing the hero and faithfully serving his
cause. (Maybe you have scars to show for it7) You are
respected by all and embody a principle which many
young people find inspiring. Your character must be
over 40 years old ro take this asset.

«& Family of Arboline I
(must be taken with Nobility)

You are one of the many members of the family. You
aren't necessarily rich, bur you have your own place in
the castle and are welcome in the great hall to dine with
vour kin at the end of each week. Your name resonates

respect it, They listen to you and value your opinions.
This is an asset that can be very useful if you know how
to use irwell,




e Wrecker ?
You are one of the refugees who had the courage to
rebel. The other Wreckers are now your anly family. The
baron himself secretly acknowledges the righteousness
of your cause, and with his protection, you are above
the law. You are part of this bonded band and you can
count on them, and on the baron to some extent, OF
course, you owe them the same support

FauLts

& Criminal 1 to 4
You are wanted by the barony's authorities to answer
for a crime. The value of this fault depends on the gra-
vity of the charges against you (1 to 3 points) and on
whether or not you are a refugee from the Liturgical
Province (1 additional poinr)
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The baron must render justice in his Domain, but
perhaps the Wreckers will decide you can be pur to bet-
ter use without a rope around your neck...

«& Enemy of the baron 2
You are an accomplice to one of the many schemers
conspiring against the baron. You may even be a pretender
yourself, This has become public Luuwlulqr ind people
are suspicious of you, Traditions are deep-rooted in old
Domains like Arboline; and for most of the villagers,
overthrowing Golwef's son would be a travesty.

& Victim of the Wreckers 4
You invested your enrire fortune in a small business
and one evening Fate’s finger pointed at your boar. They
took everything and scuttled it.
You are now drowning in debrs, and a deep hatred for
those pirates gnaws at you. They will pay!

g



J‘u‘y are maniacs! [ cannot befieve that Inspiration
would nmmﬁ'ﬂ :'!sc.ll_ll'r in this watp From the looks
rl_,lIr them, .hr.ley are the Enemy s servants. Their
f.'r..r!'..'ntrlalr_.l'l:'lr viokence is immense, and f.llref.r lL..'Em!.r
an utter lack r:_.lr. _<¢.'r1:p.lr.:5. nmy pJ'I:md?.:r, !Jri.:y rape,
and tl’r.‘y kill 5!’1.::1:4:."..'59’3. spr.?cmfing terrar throu-
gﬂlr.:lui' the steppas cl_.lr Lypl'lmn and the Wild
Reaches. Ask Prince Guildrik IIFIIIEE#: whose city
is 50 ..'.lfd.lr_q.:musj'ly near the Great Wall, how he has
learned to dread the Horde! And I, the greatest
madman n:j'r afl r'u_f-:'ffr..ir..‘uf their ranks te :',rnt.l".mr
information f.:w our order utrv.luf the f!rnm'f fjwse
savages constitute,

Unlike most Lyphanians, they respect magicians,
s Art protects me ,I':H' the moment. But
showuld they discover these papers, Iimagine !'Ir.'y
would tie me to their fastest steed and .'frag me for
lsagues across this broken ground.

Yot 1 have decided to stay with these barbarians.
Call me a _|":'u‘1|'r. but I am cven .I!‘.\L'gi'n.ru'uy to wonder
,If I-Irh.'y Ju:fgllrf be aur grealest J'a.'lp\.'. T}l:d_u hunt
down the servants c:_,rﬁrm Masgue and the Darken
rcf;:n.f.lf.?Es.'lflr. o m-:n'r]'l.:ssf:_l.-. And their hearts are
J'n.:ﬂ.lTrip.!r'!"l'l.:. Could .h'zq:y become ..'fminpi.;'n:-' .J_f oY
cause?

Il ot o draw HOUr oun conclusions.

M Faf;.n'!rr'uu_.
White W{'uffr Inn, Bukhrosha.

'Jﬁsfory

THE HOME

There is a name thart sirikes fear into the souls of all
Lyphanians, It echoes in yurts when mothers threaten
disobedient children, and even the most valiant warriors
shudder at the thought of crossing paths with this fear
some being, She is Pantagrua.

Born in Ahalak “s clan forty-two years ago, the girl lost
her parents at the age of fourteen. Young and insolent,
she refused to marry even the clan's best warrior, and
she departed for the vast steppes, with only her father's
horse, a bow, and a sword. Some said sheleft after
murdering a spurned suitor who had raped her, Others
said the young girl was guided by a supernamiral force,
Her wanderings brought her to a strange place on
Lyphan s northern borders, where the tribes marely ven-
tured and the cold has enough bite to kill a man in his
sleep. Here a ring of stones, erected by a lost mribe, in



THE HORDE the days of the Flamboyance, towers above the wilder-
ness. For two years, Pantagrua lived here, in the cold, free

from the hatred of her people. To survive, she became
a predator of the 5 wrdy a t = a fear
Réalin Lyphian 1 predator ¢ teppe - sturdy and robust - a
Ruler: Pantagrua some hunter. To forger her loneliness, she played drums
Strength: 10 Inspired, 500 Dullen made from the bones and skins of her prey. Her music
resounded on the steppes and, guided by the place’s
BODY: 20 Inspiration, she discovered the Magical Art of Tune by
Armg: 7 herself. She gained the power to control beases with the
xfm Ej rhythm of her music. During her exile, she only encoun-
Organisation: 0.9 lt:rmf one visitor from civilization. but he changed her
ife
SPIRIT: 4/0 Anice glant, an inveterate traveler, arrived at the ring
Finance: 4 {pillage) of stones on a crisp summer day, The young girl chal-
nformation: 5 lenged him to a duel to defend her territory. but the giant
defeared her easily. The next evening, he explained thai
SOUL: 3/ Y- B SP
Madical SBIE 5 he had been searching for her because she was Inspired.
Diplomatic relations: 5 H;. confided everything he knew about the Fames * ene-
mies — the Masque, the Darken and the Queen of Fall.

Since he was the giants ™ representative at the Decan
Council, he knew quire a bit

THE BIRTH OF THE HORDE

After this encounter. Pantagrua left the Home
and started off again for the steppe. She had a new
purpose in life - to fight the Enemy - but she was
in need of soldiers. One day she noticed a band
of the “Wolves of the Steppes”. She introduced
herself to them as their new chief, but they
merely laughed ar this imperuous girl of six-
teen. The chief mockingly offered her a place
in the moop if she could ro tame a mam-
moth of the steppes with her bare hands.
Without a word, Pantagrua left her wei-
pons at the chief's feet. She came back the
next marning, perched on a mammoth's
back. She dismounted and challenged the
Wolves'chief to unarmed combat. He was a
dead man. Half of the warriors left the troop.
but the others swore loyalty to their new
mistress.
Pantagrua sent her Horde out on the steppe
- in search of any sign of the Enemy. They
slaughtered bands of Hayed (see AGONE rule-
hunk p. 253) and barded tribes whose sha
mans had dealings with the Abyss. Thus 4
crusade was born,
The Horde has hunted for tweniy-six years,
and the blood of its enemies has Aowed across
Lyphan. Time has changed Pantagrua. She is
now a goliath, weighing more than thirty
stones! She is famous for decapitaring ene-
mies with a single punch. People secretly
refer to Pantagrua ‘s war band as the "Horde
of the Mammorh” (and they're not necessarily
referring to hier mount)
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New COMPANIONS

Pantagrua returns to the Home regularly. On several
occasions, she has met Inspired, attracted as she was
years ago by this vestige of the Hamboyance, eager 1o

join her cause. The first bwo were the black feys, Gala-

tea and Amaltea, experts in the Magical Arts, who became
Pantagrua s advisers. Since then, abour ten Inspired
have joined the Horde, which is now comprised of more
than five hundred warriors.

Whenever Pantagrua feels thar the Horde is too small
{and this happens frequently) she orders raids on nearby
farming villages. Boys and girls are abducted. bringing
sorrow to their parents, and the Horde organizes cruel
tests 1o select the hardiest, offering them the opportu-
nity to become warriors. A tenth of the children die
during these tests, whereas another tenth succeed. The
rest are abandoned not far from their homes, and usually
are able to rejoin their families,

Due to the remperament of the Horde 's mistress,
girls are often favored in these brutal contests. The Horde
has one woman for every two men in its ranks, an
unheard-of ratio for a group of warriors like this. The
women often prove more savage and bloodthirsty than
men. Most of them try not to become pregnant, because
a baby would be a hindrance on the Horde 's marches,
though it stll happens from time to dme. Some women
leave the Horde, but the bravest stay and bear the child
under the harshest conditions. The newborns are aban-
doned at the door of a yurt.

BeEYOND THE BORDER

Lyphan was not enough for Pantagrua. The Horde tur-
ned towards the Wild Reaches, It penetrated much far-
ther than the typical Lyphanian raids, leaving a wake of
bloody encounters. Fillages and skirmishes were not
enough to unite the Wild Reaches' tribes against this
threat. so the Horde crossed the area without difficulty.
The native people even displayed some fascination and
respect for these brave warriors.

One day, the Horde reached the Lightning-Dragon
Crest. The meeting with the giants was friendly, and
Pantagrua bartered all she had amassed during her raids
for steel weapons. Since then, the Horde has underta-
ken this journey many times, spending lavishly ro obtain

THE CHASM OF sHAD

Darbkening: 5

Terror DIF: 0 most of the time, 15 when demons
are present outside the Chasm

Darkening Points gain: +2 (0 +10 accarding to
the type of demon present: maximum 10 points
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some of the best arms in Harmundia. Metal armor has
replaced leather and fur; steel has replaced bronze. The
Horde sall uses standard Lyphanian leather when tra-
veling. bur each warrior keeps a hidden armory in his
or her saddlebags.

Today, the Horde patrols the Lyphanian steppes and
plans to wage war much further... Pantagrua suspects
the Masque of gathering his strength behind the Grear
Wall, bur she has notsucceeded in breaking through and
entering the Princely Communes yet.

Geography

During its countless hours of riding, the Horde has
discovered many unique places in the steppes.

THE HOME

The Horde returns fT;‘L]'LIf‘I‘l[i}’ to the place where
Pantagrua first received her revelation. Inspired are
drawn by this vestige of the Flamboyance, and it is
not unusual for new recruits to be here awaiting the
Haorde.

The Home is situated in the far north, in a harsh and
unforgiving land where the frosted terrain of the steppes
crunches under boots and hooves. Herds of mammoths
provide abundant game, and aswald tigers are common,
but the Home itself seems to be a protected place, and
animals instincrively avoid ir.

The Home is composed of twelve twenty-foor-high
stones, standing in a regular order around an enor-
mous rock, at the foor of which one can see the ruins
of Pantagrua ‘s het. The rwelve stones are covered
with deeply erched runes thar ne member of the
Horde can decipher. All around stands a chaotic field
of oddly-shaped stone mounds, each less than a yard
high

No one remembers whao build dhis place nor why, but
the Horde respects it immensely.

THe CHASM OF SHADOWS

On the steppes, in a place the tribes avoid, an
impassable chasm impedes unwary travelers. It looks
like and ordinary crevice, but its walls sink deep into
the Earth s bowels. Many adventurers have tried to




climb down these walls, but nene have returned
Legends say the Chasm of Shadows leads into the
r‘llh_y\t.

Indeed, each time it enters the region, the Horde
discovers and eliminates demons hiding among the
stones scattered around the chasm. Pantagrua has
good reason to think that the chasm is the source of
the wild demons she killed in the steppes and she
would like to take more permanent measures to stop
them

Six years ago, the Horde met Devilar theminotaur in
this place. He became one of their best warriors.,

MakiouL 's GROVE

The Horde recently discovered a copse of trees hidden in
the Tariander Mountains, west of the steppe, not far from
lanrenian border. The place shelters a good-natured troll,
who has been living there for centuries and rules over a
small realm of trees and animals, Realizing that this crea
ture is an ancient marvel, Pantagrua approached it with cau
tion. She went alone into the grove, and was able to
communicite, using a mixture of gestures and drum tunes.

Makioul the troll was happy to share his grove. Fan
tagrua stayed there several days, trying to persuade him

Origin: Lyphan CHArisma: 8 Occult: Concord 3, Tune &
Gender: Female CREativity: 4 Rogue: Humt 6
Race: Human
Age: 42 Secondary Attributes Assets, Gifts, faulis and Sorrows:
Height: 65" (SIZ +1) MEL: 5 Huge {5), Obesity (-5), Insensitive
Weight: 440 [bs. AlM: 5 toLold (2), Rune (3, see p. 105)
MV 2 ASC, - i
ART: & Combat
Attributes HP: 81 Initiative 15, Punth 11
Flame: 4 a SWT. a7 Melee anack: Punch 24
Dark Flame: 0 CWT: 40 Ranged attack: Bow 20
Dfs: +8 Melee defense
Body: 8 Dodge: 6
Dark Body: 0 Fortune points: & Parry: -
Body bonus: +8 Flame Powers: Soul of Flame, Ranged defense: 3
AGIity: 2 Immalation, War Fury
PERception: 5 Darkening Points; 8 Magical Arts
STAmina: 9 Perfidy Points: 0 Tune APT (Drum) 16
STRength: 11
Skills Known Opuses
Spirit: 4 Knowledge: Beast Lore 10, Geo-  All Drum opuses; +3 bonus when
Dark Spirit- 0 graphy 4, Language (Kosaki) 6. Stra-  the spell affects an animal
Spirit bonus: +4 tegy 8

INTelligence; 5 Trials: Alertness 6, Ride (Mam-

Typical quote:

WILL & moth) 8 Survival (Steppe) 9, Wea- "Noble watriors of Lyphan; the
pons {Brawl) 10, Weapons (Bow) @  Enemy hides in these yurts. He lives

Soul: 4 Courtly: Eloquence 9, Music in the mind of all these poor

Dark Soul: 0 (Drum) 8, Stewardship 6, Trade 5, wretches, We shall liberate them,

Soul bonus: +4 Traditions (Lyphan) 9 Chassaaarge!”

Weapon Init. Att. Def. Dam. +DB 512 Range

Fist 4 +1 3 +5(C) > S

Long bow +4 0 - +6({l) +1= 500t

Armor: furs (penalty -1, prat. 3) .

Mount: War mammoth

Skills: Weapons (Trunk 7, Trampling 5, Tusk 3), Hunt 5

Weapon Init. Att. Def. Dam, +DB

Trunk 6 15 - +43

Tusk 3 12 - +46 (1}

The Mammoth can use the Charge maneuver with its tusks and Throwing Down with its trunk.
Tusks are equivalent to horns.




to join the Horde to fight the Enemy. Makioul declined
this invitation, but if confronted with a grear problem
- such as an attack on his grove - he would enlist the
Horde s help.

People of Note

Here are the Inspired who lead the Horde

PANTAGRUA

This enormous woman is the sole and undisputed
mistress of the Horde. Perched on her war mammoth,

she plays the drum to boost the morale of her troops. |

After each victory, she gets off her mount and drags her |

440 pounds to face the leader of the enemy forces, |

whom she challenges in a barehanded duel. Do not
underestimare her because beneath her lumbering form

lurks a mountain of muscles thar could break your neck
with a single blow

GALATEA AND AMALTEA

These twa black feys would be sisters if such a concept
existed for their race. A long time ago, they were drawn
to the Home. Pantagrua found them while I'|'1f"|,r were sty
dying the standing stones, and they became the first Ins
pired to join the Horde. To this day, the feys have been

unable ro penetrate the secrets of the stones.

The sisters have mastered all the Concordist arts. Gala
tea plays flute and practices Shape, while Amaltea is an
expert in Vista and Scansion.

Together, they try to merge their arts and have obtai
ned interesting results. They can combine music with poe-
try to manipulate minds. They have also created works
that unite Sh: ape with Vista.

Because they have always lived together, their attributes
are nearly identical and you can use the same statistics
far both of them.

GALATEA AND AMALTEA

Origin: Lyphan Secondary Attributes
Gender: Female MEL: 8
Race: Black fey AlM: 6
Age: 421 ASC:. ~
Height: 28" (SIZ -2) ART: 14
Weight: 33 1bs. HP; 22
MV: L8 SWT. T
CWT:- 11
Attributes DB 4
Flame: 1 -
Dark Flame: 0 Fortune points: 4
Flame Powers: none
Body: 1 Darkening Points: &
Dark Body: 0 Perfidy Points: 5
Bﬂdﬁ' bﬂﬂuﬁ-: %]
AGllity: 8 Skills
PERception: 5 Knowledge: Alphabel: Septen-
STAmina: 3 trian 9, Astronomy 6, History 6,
STRength: 2 Language: Keshite 6, Language:
Kosaki 8, Season: Winter 8
Spirit: 1 Trials: Alertness 9, Dodge 10,
Dark Spirit: 0 Weapons (Pin} 5 i
Spirit bonus: +1 Courtly: Music (Flute) 8/-3, Pain-

Combat

Initiative 14, Pin 12
Melee attack: Pin 1 1
Ranged attack: Bow 20
Melee defense

Dodge: 19

Parry: Pin 12

Ranped defenseo

Magical Arts

Tune APT (Flute) 27/16, Scansion
APT 21/26, Shape APT 27/22, Vista
APT 1627

Known Opuses

Galatea knows all Concordist flume
and Shape opuses. Amaltea knows
all Scansion and Winter Visia
opuses.

INTelligence: 10 ting 3/9, Poetry 2/10, Sculpture /5 Typical quote:
WILL: & Occult: Concord 9/2, Scansion. '
2/, Shape 7/3, Tune 6, Vista 3(10.  "Amaltea, what doyou think of this
Soul: 5 Rogue: Stealth 6 gig I've composed?”
Dark Soul: @ b Mm'elnrua' Let me sing it for
Soul bonus: +3 Assets, Gifts, faults and Sorrows  you. ..
CHArisma: 5 Keen (3}, Talented Sculpture/Poe-
CREativity: 13 iry (2)
Weapon Init. At Def, Dam. +DB 512
Pin -2 a4 5 r
Armor: none - » Jb




DeviLAR

Devilar is a renegade minotaur. He fled the Abyss
through the Chasm of Shadows, and ane day he hopes
to close it The Horde came across him while he was in
a lite or death struggle with three Vermillions. After the
bartle. the Horde ook him to the Home, where his Ins-
pired narure revealed frself,

Devilar hopes one day the Abyss should be cut oft
fram the surface world. Lefr to themselves, its deni-
zens would wiste away, He knows that this event
would deprive him of any chance to have offspring,
but he accepts his lot. He is willing ro see his race
vanish forever, if it means thar the demons disappear
as well. He feels alone in the world, like a mragic hero
Thinking himself doomed, he fights with abandon -
4 True |‘IFI"_{:‘I'!1L1’I’.

Recently, the minoraur purchased some weapons
and metal armor from the giants afl ighming-Dragon

Crest
DEVILAR

Origin: Lyphan CHArismea: 4 Assets, Gifts, faults
Gender: Male CREativity: 2 and Sorrows;
Race: Minotaur Goring. Minor night vision. Bazing
Age: 39 Secondary Attributes Flame{3); Spartan (2}, Immunity to
Height: 8" 3" (SIZ +1) MEL:7 slcohol (1), Circle: I Invoking (but
Weight: 456 Ibs. AlM: 5 Devilar does not care of it), Obses-
MY 4 ASC: - sion (fight the Ereatures oi the

ART: - Abryss), Trickster (Devilar hacked his
Attributes HEP; a0 Imp to pieces so many times, it
Flame: 1 - SWT: 30 finally decided 1o leave him alone)
Dark Flame: 0 CWT: 45

DB +10 Combat
Body: 2 Initiatiee 19, Homs 11, Big Axe 14
Dark Body: 0 Fortune points: 2 Melee dttack: Axe 19, Homs 17
Body bonus: +2 Flame Powers: none Ranged attack. -
AGity: 5 Darkening Points: 17 Melee defense
PERception: 5 Perfidy Points: 4 Dodge: 5
STAmina: 13 Parry: Axe 18
STRength: 12 Skills Ranged defense: 2

KEnowledge: Language (Kosaki) 5,
Spirit: 1 Season: Summer 3, Strategy 6, Mount;
Darfz Spirit: 0 Surgery 4 Solid war horse, clad in leather
Spirit bonus: +1 Trials: Aleriness 9, Dodge &, First _
INTelligence; 10 Aid 6. Weapons (Horns) 8, Wea- Typical quote:
Wilkio pons (great axe) 10 “Leave them to me. You do not

Courtly: - Enovw whom you are dealing with.
Soul: 1 Occult: Demonology 6 These worthless creatures should
Dark Soul: 0 Rogue: Gambling 4, Hunt 6 not have left their shadows. They
Soul bonus: +1 weill pay for their crimes.”
Weapon Imit. Att. Def. Dam. +DB 812
Axe +2 Q -1 +22 +2
Horns =1l o] - +135 =

- ‘*

Armaor: parial plate (penalty <10, prot 13)




YALGOR

Yalgor is a true Wolf of the Steppes. He was ten years
old when Pantagrua became the mistress of the Horde.
foday, he is her loyal second. She awarded him this

office when she discovered - during their last journey THE KABALA WAR

to the Home - thar her old companion was an Inspired

Intrigues

The members of the Horde do not keep kabalas (the
too. He told Pantagrua he was resting near the standing | isolated cemeteries where Lyphanians traditionally bury
stones when he had visions of a giant from the Decan | their heroes). Its members are FH’T],‘:"HI.I! wanderers, and
Council presenting him with a Flame. exist outside the tribal system of their brethren. Selfindul-

Aside from the Fame, Yalgor 's attributes are typical | gentdy, Pantagrua decided that all her warriors merited
of a Wolf of the Steppes. He prefers the lance and shorr | se puhlu rs and now shamelessly uses the kabalas of all
bow, and he wears leather armor because it provides grea- | the ribes of the steppes. Furthermore, she doesn't dis-
ter mobility. Like his companions, he hunts with a fal- | mount to visit the Kabalas, which is grossly improper for
con any Lyphanian,

Some tribes have made complaings to the Galmash,
the Council of the Ancients at Bukhrosha, abour the
Horde's disdain for tradinion, and the council consulted
Yelala's Oracle about the Horde. The black fey cryprically
answered that the Horde's Flames would rise again and

Origin: Lyphan CHArisma: 2 Assets, Gifts, faults and Sorrows:
Gender: Male CREativity: 3 Second Wind, Quick reflexes (2),
Race: Human Acute View (1)
Age: 36 Secondary Attributes
Height: 6' (512 0) MEL: 8 Combat
Weight: 200 Ibs. AlM: 8 Initative 21. Lance 27, Axe 22, Tarje
MY 3 ASC: - i8
ART: - Melee antachks Axe 15, Lance 17,
Autributes HP. 48 Targe 17 .
Flame: | = SWT: 16 Ranged attack: Bow 18
Dark Flame: 0 CWT: 24 Melee defense
DB +1 Dodge: 14
Body: 1 Parry: Axe 14, Lance 15, Targe 19
Dark Body: 0 Fortune points: 2 ‘Ranged defense: 7
Body bonus: +1 Flame Powers: none
AGlty: 9 Darkening Points: 8 Animals:
PERception: 8 Perfidy Points: 2
STAmina: & A fast charger and a falcon perched
STRength: 7 Skills ‘on his fist
Knowledge: Language (Kosaki) 8,
Spirit: 1 Strategy 7 Typical quote:
Park Spirit 0 Trials: Alertness 8, Dodge &, First -
Spirit bonus: +1 Aid 4, Weapons (Axe) 6, Weapons  “Welcome 1o our troop, warrior.
INTelligence: 6 (Bow) 9, Weapons (Lance) 8, Wea- jﬁnﬁmpmad the tests, and you
WILL:5 pons {Shield) 7 ‘may join the Horde. Take this lance
Courtly: Traditions: Lyphan 7 and this bow, and this horse is yours
Soul: 1 Rogue: Hunt 10 now,”
Dark Soul: 0
Soul bonus: +1
Axe +1 0 =1 H’[S) o
Mounted Lance +6 o -2 +8{ly -+
Shon Bow +4 Q - +4 (1) 260 0
Targe -3 el +3 +1(C) .
g:_pm-: full leather armor (penalty -2, prot. 4)




again, and the elders conduded that the Horde would
perish in fire. They are currently organizing an expedi-
tionary force, combining the Wolves of the Steppes from
half-a-dozen tribes, to eliminate the Horde. The Masque
may well have whispered this misinterpretation of the
oracle’s words to the ancients.

DRrReAMS OF CONQUEST

Except for a few bloody raids in the Wikl Reaches, and
infrequent visits to Lighming-Dragon Crest. the Horde
never leaves the steppes.

But Fantagrua nourishes unbound ambition. She plans
to open a breach in the Grear Wall to allow the Horde
and all Wolves of the Steppes to rush into the Princely
Communes. She dreams that it would be easy ro conquer
some unsuspecting city-state and establish a base there.
Then, she could artack the rest of the counmy, annihi-
lating the Masque’s minions.

Panitagrua plans to use a mammaoth herd to open the
breach. Guided by Tune, the beasts will charge the Grear
Wall. The edifice is very old and s neglected by the
princes. Giants from llghmmg Dragon Crest are rurgmg
carapaces to cover the mammaoths and protect them
from Princean arvows. Once the breach is open. it will
be easy to overwhelm the Wall's sentinels.

Pantagrua harbors a second scheme, She wishes o
give to Amalrea and Galatea the lore of the libraries of
the Liturgical Province. But the only way to get there is
through Janrenia. By land, the Tariander Mountains
block the way (their narrow passes are definirely not sui-
ted for an army), so Pantagrua seeks ships capable of
carrying the Horde 1o Janrenia, From here, she could fol-
low the coast up to the Liturgical Provinee. fanrenians
do not worry her, but she is prepared to face a stiff
resistance from the Liturgicals.

THE HOME'S AWAKENING

The history of the Home is lost among the legends of
the Flamboyance. At thar time, it maintained a sym-

| with the Spiritcore has disappeared. Stll, the propheric

bioric link with the Spiritcore. Some Flames passed |

through the Home, casting a last nostalgic look at Har-
mundia before ascending to the mythical kingdom to
await reincarnation

Janus, the Grear Regulator, often came to sit on the
central rock towatch the Flames' ballet and 1o make sure
that the Muses” inspiration would not degenerate into
chaos. Other mythical creatures also came to watch the
Flames approach the Spirircore.

Back then Inspiration was exclusively for humaniry. The
Lady of Autumn had nor yet bfTF%'ﬁl'ﬂl the Seasons, and
the twelve representative of the Decans sometimes met
at the Home to meditate on how they might gain ins-
piration. The twelve standing stones are works of the sea-
sonlings, who were jealous of the humans’ gift.

Today. the Home still harbors some of this power,
and Inspired feel artracted to the place though the link

runes covering the standing stones suggest a hope of
reconnecting with the Spiritcore.

In the first year of the Eclispse, twelve seasonlings
made a daring plan to steal Flames. They had to cap-
rure a Luminary, link it to the central stone and unire
their power in a ritual that would allow them to reach
Inspiration’s Kingdom. Their efforts ended in failure,
iand a few years later, Yanus granted Inspiration to the
seasonlings, so the spell was no longer needed. Har-
mundia has changed a lot since then. Autumn has
become Fall and the Spiritcore is obscured by Twilight.
Bur if twelve Inspired Seasonlings (with bright or dark
Hlames) broughr a Luminary o the Home, they could
use the ancient spell to merge into a being of pure light.
with the power to rival the Muses and the Ladies of the
Seasons,

Today, nobody remembers this spell, but the black feys,

Galatea and Amalrea, have almost deciphered the runes.
Finding a Luminary, nine Inspired Seasonlings and above
all three accommodaring {and Inspired) Fallen, all willing
to sacrifice themselves, will take a long nme.

THE MAsQUE

The Bleak Caravan has not crossed the Lyphanian
steppes for a very long time. The Masque is worried.
In this cold and barren region, he loses track of his crea-
tures, allies, emissaries and spies frequently. The Enemy
fears some plor from Janus or the Muses is evolving
here. Soon, he will don his Lyphanian disguise and
come himself ro see whar is happening on the steppes.
Then, the bleak caravan will head north ro destroy the
Horde.

But if the Masque delays any further, he will be in for
a nasty surprise because the Horde is close to finding a
gateway to the Spiritcore thar would bring boundless
hope to Inspired - a touch of light in the Twilight...

Playing in the Horde

The Inspired in the Horde are Lyphanians, If the Horde
meets a stranger at the Home, he (or she) will imme-
diately have ro demonstrate his Inspiration to prevent
Pantagrua from breaking his neck. For the purposes of
the game, performing an Opus of engaging in a thorough
discussion about the Flame will suffice.

A Dullen stranger will never be accepted in the Horde,
unless he is able to pass for a Lyphanian. He would have
to be as cunning as a fox. There is already a stranger who
has succeeded: the eminence grise Malaching This Jan-
renian Eclipsist. well versed in Lyphanian language and
traditions, convinced Pantagrua thar he was a shaman
exiled by his tribe. Though he has proven his usefulness
by advising her on numerous arcane topics, if he were
discovered, his life would be in jeopardy.



Here are some assers and faults specific to Inspired of
the Horde.

<& Second (asset, 3, unique)

Pantagrua is unassailable. but you are her second and
she is the only one whi can countermand your orders,
If she died, you would become the Horde's leader.

& Runes (asset, variable)

You have studied the runes on the standing stones in
the Home, and you are unraveling their secrets. Accor-
ding to the number of Assers Points spent. you can learn
the following:

* The runes inspire you (2): You have 25 Threshold
points to spend in one of the Magical Arts. You don't

need a teacher to learn these OPLISEs — the runes are your |

teacher. The first point in a relevant artistic skill (magi-
cal or otherwise) is free.

* You have seen exceptional things while ar the
Home (3): You dreamed scenes of the Flimboyance, of
the Decan Coundil, of Wonders and Prodigies, On a roll
against your WIL made by the EG, you are able o feel
Inspired or Damned, but you cannot distinguish between
them. The difficulty of the roll is 25 - (2 x Flame of the
targer or Dark Flame for a Damned),

= You have discovered the secrets of the runes (5):
Your have understood the secrer ritual to reconnect with
the Spiritcore. Your Hame burns to follow this quest and
you gain 1 peint in Body, Spirit or Soul. One nagging
question remains: where will you find & Luminary and
twelve Inspired seasonlings?

USING THIS DOMAIN WITH
"KING OF SPRING™

A major challenge will be to immobilize the Horde
s0 it is susceptible 1o the Monarch’s vy To do so, it
will be necessary to endanger the Home. Lipon the
arrival of the sprites, Adeln will secretly introduce
himself (o Pantagrua as a messenger of the Decan
Council who has come to protect the Home from a
threat: a troop of darkened minotaurs from the
Chasm of Shadows. During the combat agalnst the
Legion of Summer, Pantagrua will be imprisoned in
one of the fruits of the ivy. Her strong Flame will
allow her 1o resist Pertidy for a long time, 5o by the
time the Inspired liberate her, she will have done a
good deal of damage to the King.

These assets are not cumulative. Spending 5 points to
know the secrets of the runes does nor give you the 2
and 3-point assets, but you can take as many different
variants of the Runes asset as you wish.

& Infiltrator (fault, 3)
O a mission from one of its enemies - from Lyphan,
from the Princely Communes or from the Wild Reaches
- you entered the Horde surreptitiously. Your Flame was
revealed ro you at the Home, and you started to believe
in the Horde's cause. However, if Pantagrua learns of your

| origins, she will kill you. To possess this Faulr, you must

be an expert in Kasaki and in Lyphian traditions (skill
7 or greater),

NB: While ar the Home, a great number of other
Assets could be gained as revelations (for examiple: Bla-
ring Flame or Instinct for Perfection).




n the sprifes " sacred tongue, Et'Han Rdu'.i:
means "the 'l.:n'l.lf.."u nfr the Eh.*m.jl'l Trea”, 7?:53
.;'n.:)t:mifl'ng pj'l..ira. aone nfl the most Ih."q]'uf.l_.‘]{hl'l in the
Modehan Marches, consists of a fitthe lagoon
enclosed between steep mountains, not f‘ur JItr.'-m
the Widowlands border. The center <u'r the Domain
is a small village built around a miniature king-
tree. Around the village, the tervain is f,;ff# and
covered by a dense and radiant aak forest. To
complete the sketch of this litth paradize, imagine
a ;k:m:e’:jrulr river running into a coral m..".‘r in the
turquoise waters of the sea.

Sir Gragor, dli'pl'lc'nm! __IrL'r the Barony q.l'-.-utg.{?ur ]

E r'l'}'.h.i ma ij'dr

u n History

The ErHan Rawk Domain was founded more than three
hundred years ago, when the first King-tree was discove-
red in the center of the valley, giving birth to the legend
of the Erernal Tree. At that ime, a community of sprites
lived here. One of them, chosen by the Muses, was linked
to the mee by the power of the Sap. He was named Rawk,
and with each new generation, his name was taken by one
of his descendants, who was bonded to the king-tree.

The population of the village grew quickly, and twenty
wears later, the first druidess was sent to the valley by the
Druidic Council. She was to provide spiritual guidance to
the sprites, and serve as a link with the authorities of the
Marches. Acconding ro the communiry’s preference, it
was decided that their druidess would always be a human
woman whose past was connected with the sprites. The
Druidic Council agreed to the lirtle communiry's caprice.

Nowadays, the valley is mainly inhabited by sprites
and humans (two sprites for one human, on average),
but there are also a few giants, a satyr, a medusa and a
dwarf. Each inhabitant considers him or herself an inte-
gral part of the communiry. They feel vested by the
Muses with a mission to protect the valley's magic
places and the eternal king-tree,

The Muses were not the only ones interested in this tiny
part of the Modehan Marches, and conflicts against the
neighboring Domain were numerous. Beyond the moun
tain's northern face lies the dark Domain of Ergsteel, where
perpetual autumn reigns. Much larger than Er'Han Rawk
with its 2,500 inhabitants, the Domain of Ergsteel has been
governed by the Druid Arton for more than forty years. He
desperately wants to integrate Et'Han Rawk with his
Domain, Since, in the next vote, he is very likely to become
one of the twenty-one High Druids of the Modehan
Marches, he will have a good chance of achieving his wish.




Sifes

THE VILLAGE

ErHan Rawk is a litde village that shelters about a hun-
dred souls. Essentially sprite and human, the people are
extremely close to Rawk, the chief. and ro the king-tree
From its founding. the spirit of the village has been defi-
ned by the Sap bond, which unites the village’s chief to
the king-tree (see below).

Like all Modehan architecture, Et'Han Rawk's buil-
dings are constructed from a complex mix of mineral
resources and vegetation. Situated between the beach.
the forest, the mountain and the river, the village has
access to a wide variety of materials for construction.
Some dwellings are dug deep in the cliff, while others
use sand and ivy for their walls. The central square is cob-
bled with pebbles that create a natural serting for the
king-tree. Et'Han Rawk is a village of fishermen and
craftsmen, and its inhabitants live in nearly complete
autonomy. All people have the same social rank, A sprire
that cultivates a patch of vegetables in his garden is trea-
ted with the same respect as a human in charge of trade
with neighboring Domains. Everyone gladly follows the
king-tree cult, and even hurmans revere Rawk. No one
has ever doubted the authority of the chief nor the
meins of his ascension. Despite its small size, the vil-
lage of Er'Han Rawk is the undispured center of the
Domain, and the entire valley has sworn allegiance to
the Rawks, who have governed uninrerrupted for three
centuries. The exalted status of the eternal king-tree is
unigque, even in the Modehan Marches, and the unas-
suming Rawk possesses a powerful charisma that some-
times takes even him by surprise,

There is one school in town, where a giantess educates
about twenty children, Some of them are selected to
pursue their studies farther, and are given an intro-
duction to drawing and music (ofren viol) by the druid.
This is just a glimpse, and few people from Rawk become
Concordists (bur the local Inspired are often predispo-
sed ta the Magical Arts). The population is sadsfied with
life's simple pleasures. Nature is sweet and bounriful, and
they feel no need to change it by force. Magic is seen as
sacred and is mainly practiced by Arthis the Druidess
and Rawk himself,

Er'Han Rawk manages its own vineyard and exracrs
the metal it needs from the neighboring mounrains.
Maore than half of the population is composed of crafts-
men who easily transition from one specialty to another,
and exchange valuable knowledge abour their jobs, The
village is self-sufficient. thanks to regular harvests and
a flock of sheep bred in the mountains by Elzeve the Satyr

Realm: Modehan Marches
Ruler: Rawk
Strength: 3 Inspired. 200 Dullen

BODY: 410

Army: 6

Defense: 5 (naiural dafenses:-
Denizens: 4
Organization: 5

SPIRIT: 50
Finance: 5
Information: 3
SOUL: 50

Magical ability: 10
Diplomatic relation: 5

THE ETERNAL KING-TREE

As long as anyone can remember, a king-tree has
grown &t the center of the valleg. A young sprite is
linked to it by the ritual of the Sap.and, despite his
age. becomes the villages undisputed chiel. The
sprite is renamed Rawk 10 symbolize his oneness
with the king-tree. Ten years pass before the sprite
actually tabes full command. In the meantime, the
druld governs the town, When Rawk dies, the king-
tree is uprooted by a new tree, which grows under
it. The new king-ree always grows in exactly the
same place snd never reaches more than thirty-
three feet in height.

THE MOUNTAINS

The mountains that surround the valley are not very
steep, but they reach a respectable five thousand feer
They form a “V", with the source of the river Salt’ Eden
at irs base,

The mountainsides descend gradually roward the sea,
where they end in a series of cliffs 1,330 feer above sea
level. The mountains constitute a natural boundary and
form the two longest sides of a triangle (around & miles
each). The rthird side of the mriangle. the coast, runs three
miles from one cliff to the other.

The farm. Elzeve is the guardian of the mountains.
He takes care of the Aock rhat feeds Fr'Han Rawk. Hel
ped by two humans and a sprite, the satyr patrols the
boundaries of the Domain and makes sure that the king
tree’s peace is respected. Elzeve shepherds rwenty goars
and thirty sheep.

The Cascade. At the base of the mountain, the Sal
Eden Aows into a cascade that is more than three hun




dred and thirty feer high. The river's scanty waters
converge and come crashing down with phenemenal
force, producing a constant background noise throu-
ghout the Domain. During the Reminiscences, this cas-
cade gives birth to elementals (see ‘Intrigues’ below).

The Caves. The center of the valley's northern side is
riclctled with caves which are connecred ina complex net
work. These catacombs are constantly warched by Elzeve
and also the sylds because brigands hoping to plunder
Et'Han Rawk have taken up residence in them. Recently,
i cave collapsed on a small army of mercenaries plan
ning to raze the village and uproot the king-tree. It is
likely thar the sylds were responsible,

The Cliffs. The mountains end with two huge diffs thar
overlook the sea. This is the perfect place w warch merchams

THE OGRE MERCENARIES

A war band of five ogre mercenaries have taken up
residence in @ cave on the northern mountain. Teo
of them serve the Masque and they recruited the
others with false promises of abundant treasure, The
Masque plans o uproot the king-trée in order to
break the Muses' spell that protects this paradise.
See’ Intrigues’ for more about the Masque's activities
in EtHan Rawk. :

-

approaching along the coast, and Elzeve visits it everyday
to sing o the praises of Driade, the lighthouse keeper.

| THE FOREST

The forest covering the valley is mostly composed of
oaks. It is very dense. but remains incredibly luminous.
It feels as if each ree were perfectly equidistant froni its
neighbors. The sprites of Et'Han Rawk have no doubr
that their forest has a soul

The Stonepox Hospice: The druidess Arthis runs 4
hospice where unlucky sprites from the cities are trea
ted for stonepox. She runs the hospice our of her hut,
to which has been added a lintle dwelling specially made
for sprites in a neighboring tree. Arthis has made some
progress, but refuses to reveal the secret of her cures (see
‘Arthis, Druidess’ below),

The oak grove: Not far from the Cascade, at the heart
of EtHan Rawk's forest. where the vegetation is thickest,
there is an oak grove inhabired by three sprite Tamilies
They swear allegiance to Rawk but even so feel inde
pendent. They have the right ro live self-sufficiently as
long as they provide the village with some essential com
maodities from the forest. In exchange Rawk lets them
use the cascade. The sprites of the oak grove have set up
huge wooden mills thar power a complex lifting and
pumping system

The fields: There are many clearings around the vil
lage that were used for the commen fields and are main-
tained by the villagers and the cak grove's inhabitants
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The ground is very fertile and these small ui!m.lm’r
areas suffice to feed the entire valley, ECHan Rawk even
exports foodstuffs when the harvest is good. The crops
are varied to satisfy the ravenous appetite of the valley's
sprites, renowned for their gluttony,

Salt’ Eden: Past the cascade. the river meanders
rhmugh the forest. It passes by the irrigated fields, assu-
ring bountiful harvests. The village straddles rhe river,
which is spanned by two bridges formed from natural
vegetation. The river's depth never exceeds five feer

THE IsLAND

The coral barrier surrounding the lagoon, and pro- |

tecting the village against tides and waves, is overhung
in the north by a large promontory, This round plate plat-
form, called “The Island” by the valley's inhabitants, is
a flat, unbroken rock a thousand feet in diamerer. The
Island provides a deep-water harbor for merchane ships.
Maost of the trade is export: the ships arrive empty and
leave full of grain, vegetables and fruits. The village is also
farmous for its crafts. which are in great demand across
the Twilight Realms. The tsland would be a key srrate-
gic point in the event of an invasion, because it is the
entry to the town of Bt'Han Rawk.

The Harbormaster's Office. A lighthouse facing the
open sea dominates the Iskand. 1t is surrounded by a natu-
ral wall, seven feet high. There are no other dwellings here
besides the lighthouse, where Driade the medusa lives,
but there are five wooden buildings used for storage. The
people working here live in the village and use pirogues
tor reach the Island. When there are no ships scheduled,
the place can be deserted for weeks ar a time. leaving
Driade 1o suffer in her loneliness.

The Lighthouse. Located ar the center of the sland,
the lighthouse is & hundred feet high and ten feet wide
at its base. Before the coming of Driade, managing the

harbor was a job every villager learned, and every sprite |

and human did three-day tours of duty running the ligh-
thouse. Now Driade has chasen to live there all year
ling, and doesi't seem bored. She has a natural talent
for guiding ships into the harbor. The lighthouse has a
stairway running to the very top, but only contains three
habitable floors: an office, a bedroom and a large Kitchen

People of Note

RAWK, VILLAGE CHIEF

Like his predecessors before him, Rawk is the most
important citizen of Er'Han Rawk. Rawk was born thirty-
four years ago at the king-tree’s roots (1o which he was
immediately bonded by the 5ap). Unlike his peers, this
sprite is squat and grumpy. Despire this. Rawk enjoys
an incredible popularity thar stems from his levelhea-
ded manner. He is the kind of sprite who would exas-
perate a spriggan - mild mannered and slow o act.
According 1o custom (see The Eternal King-tree” above),
Rawk was under Arthis’ regency untl he was ten, and
then became the real leader of the Domitin, Stories say
thar the king-rree injects its soul into the spirit of the
sprites that share its Sap, and people say Rawk's perse
nality has many similarities to his predecessor's.

The quiet sprite appears to have found a Kind of inner
peace and is mockingly compared to a tree because of
his impassiveness, Rawk also puzeles the villagers with
his bizarre living arrangements, In his childhood. he
befriended a wild alcheron (see AGONE rulebook, p
47) that terrorized the village. The enormous animal
was tamed, and now carries the sprite’s home - a ren
foot-high tower of vegeranion built on the back of this
four-horned rhino, Rawk sits ar the rop of his sirange
tower and travels round his Domain. The only time the
sprite comes down is for his birthday, when he goes to
sleep on the roots of the king-tree.

Despite his apparent aloofness, Rawk is a rrue leader
for the village, He knows how to talk to his people and
keep them calm, and he is able to manage problems
with serenity and efficiency. This sprite is respected by
his peers and feared by his neighbars,

ARTHIS, DRUIDESS

Arthis is one of those humans whose age is indeter-
minable. Time seems to have stopped between her for-
tieth and fiftieth birthday, giving her radiant fearures and
immaculare pale blond hair.

Arthis was born in Arnel, the capital of the Modehan

Marches, over sixty years ago. Orphaned when she was
a baby, she was welcomed into a sprire family. Throu-
q!mur her childhood, the young girl learned the sprites’
tradirions and dreamed of the oak groves and the ori-
gins of these seasonlings.

As a teenager, Arthis helplessly wimessed her family's
death by an epidemic of stonepox. Lefr alone, she stu-
died 1o become 3 druid. When she arrived at Et'Han
Rawk, she built her hospice. To this day, she searches for
a cure ro stonepox, Her current treatment is to help the
afflicted rediscover their rural roots by planning fre
quent outdoor activities for them. This method has pro-
ven effective at fighting the symptoms, but it is not a
true cure for the disease




Origin: Modehan Marches

Gender Male

Age:

Height: 3’7" (SIZ - 1)
Weight: 116 Ibs.
MV:2

Artributes
Flame: 2 L
Dark Flame: 0

Body: 2

Dark Body: 0
Body bonus: +2
AGHity: 7
PERception: 8
STAmina: 3
STRength: 5

Spirit: 3

Drark Spirit: 0
Spirit bonus; +3
INTelligence: &
Will:a

Soul: 3

Dark'Soul: 0
Soul bonus: +3
CHArisma; 10
CREativity: 5

Secondary Attributes
MEL: 5

AlM: 7

ASC: -

ART- -

HP: 30

EWT: 10

CWT: 15

DB =1

Fortune poinis: 4

Flame Powers: Flame Soul
Darkening Points: 0
Perfidy Points: 0

Skills
Knowledge: Alphabet: Moden-
Hen' 8, Astronomy 5. Beast Lore 6,

Languages (Keshite) 4, Language

{Modehan) 7, Plant Lore 7, Season
(Spring) 8 _
Trials: Alertness 8, Dadge 5. First

Ald 5, Ride 6. Survival 7

Courtly: Diplomacy 7. Eloquence 5.
Stevrardship 4

Rogue: Conceal 5. Hunt 7, Search 5,
Stealth 7

hs;m.s,mﬂs. Faults and Sorrows
Village Chief, Bonded 1o a king-tree

Combani

Indtiative 17
Melee attack: -
Ranged attack: -
Melee defense
Dﬂdﬂe: 14

pﬂrrjr.- =

Ranged defense: 7

Armor: noneg
Weapons: none

Typical quote:

“No. It is niot a good idea. We pre-
ter to do it this way...”

(Rawh loses his train of thought and
wanders ofl)

ARTHIS

Origin: Modehan Marches

Gender: Female
Race: Human

Age: 62

Height: 5'7" (SIZ 0)
Weight: 111 Jbs.
MW:3

Attributes
Flame: | -
Dark Flame: 0

Body: 1

Dark Bodw. 0
Body bonus: +1
AGllitg: 5
PERception: 3
STAmina: 5
STRength: 4

Spirit: 2

Dark Spirit: 0
Spirit bonus: +2
INTelligence: 7
WILE 7

Soul: 1
Dark Soul: 0
Soul bonus: +1

CHArisma: 8
CREativity: 8

Secondary Attributes
MEL: 4

AlM: 5

ASC: -

ART: 8

HP. 42

SWT: 14

CWT: 24

DB: 0

Fortune points: 2
Flame Powers: none
Darkening Points: 0
Perfidy Points: 0

Skills

Knowledge: Alphabet (Moden-
Hen'y 9, Astronomy 5, Geography 5.
Histary & Legends 6, Language
(Keshite) 7. Language (Modehan) 7.
Law 6, Medicine ©, Season
{Spring) 4, Surgery 7

Trials: Alertness 6, First Aid 7, Sur-
vival 5

Courtly; Diplomacy 7, Eliquette &
Painting @, Stewardship 8

Occult: Magical Arts: Vista 8
Rogue: Intrigue 6. Poisons 6.
Stealth 6

Assets, Gifts, faults and Sorrows
Diruid

Combat
Initiative 11
Melee attack: -
Ranged attack: -
Melee defense
Dodge- 3

Parry: -

Ranged defense: 1

Armor: none
Weapons: none

Magical Arts
Visia APT 17
Arthis Rnows numerous Vista

Opuses; she specializes in Spring.

Typical quote: Thank the Muses, it
is ncw- the stonepox. Let me show pou
what this iliness really is so that you
wiil be able to recognize it. Time is
of the essence in meating this disease.”




According to the laws of the Modehan Marches, the

druidess, not the current Rawk, should be the ruler of

this Domain. But all the druidesses have let the Rawk
stay in power because of his links to the king-tree, All
the druidesses have been human women.

ELZEVE, SATYR FARMER

A satyr’s life is not always easy, Human morality often
conflicts with their nature. Five years ago, | lzeve was a
Keshite nomad, a member of a caravan linking several
oases on 4 trade roure. The caravan was made of thir-
teen people, including ren humans, a spriggan and the
satyr, The leader of the caravan was a charismatic ogre,
who married the four human girls in the caravan, erea-
ting a harem for himself Tensions arose from the attrac-
tion Elzeve exerted over these women, until one day he
decided to leave the caravan with all four of them. Elzeve
wis pursued by the ogre across sixty miles of desert
until the satyr thoughr he had lost his trail. The ogre
tound him in a Mercenary Republic tavern and slew his
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four disloyal wives before the satyr's eyes. Elzeve esca
ped by pure luck and decided to leave for the more civi
lized and more peaceful Modehan Marches.

Sertling in Er'Han Rawk five years ago, Elzeve swore
to control his sex drive so as not to have any more deaths
on his conscience, Furthermaore, getting to know Driade
matured him, and he grew to be a sentimental and
romantic satyr. The young medusa thar maintains the
harbor is the secret object of his boundless love. Each
sunset, Elzeve climbs the north cliff and uses his Attu-
ned talents with the Flute to charm the medusa. Alas,
Driade remains insensate to the satyr's charm (though
all the lagoon’s fish liven up in a dance thar lasts until
the early hours of the morning).

Elzeve is in charge of EvHan Rawk’s flock and keeps
an eye on the borders of the Domain. He assumes his
duty with ardor and has succeeded in adapting his
desert survival rechniques to the mountains, If he is
marginally involved in community affairs, it is by his
own choice, for all consider him as an integral part of
Er'Han Rawk.

Origin: Empire of Keshe Soul: 2 (Hoof) 5, Weapons (Sword) 7
Gender; Male Dark S6ul- 0 Courtly: Eloquence 5. Fast Talk 8,
Race: Satyr Soul bonus: +2 Music {Flute) 10, Poetry 7
Age: 28 CHArisma: 11 Occuli: Magical Arts: Tune 9
Height: 62" (SIZ 0) CREatioity: & Rogue: Disguise 6, Hunt 8, Stealth 6
Weight: 176 Ibs. s _
MV: 3 Secondary Attributes Assets, Gifts, faults and Sorrows
MEL: 7 Saoft Spot (for the medusa),
Attributes AlM: 7 Solthearted. i favoids
Flame: | - ASC: - contact with women), Trickster
Dark Flame: 0 ART: 9
HP: 53 Combat
Body: 2 SWT: 17 Initiative 16, Hoof (kick) 16. Hoof
Dark Body: 0 CWT: 26 {trampling) 14, Sword 17
Body bonus: +2 DB: +1 Melee attack: Hoof (kick) 13, Hoof
AGllity: 8 (trampling) 14, Sword 17
PERception: & Fortune points: 2 Ranged attach: -
STAmina: 7 Flame Powers: none Melee defense
STRength: 7 Darkening Points: 12 Dodge: 15.
Perfidy Points; 0 Parry: 17
Spirit: 1 Ranged defense: Dodge 7
Dark Spirit: 1 Skills
Spirit bonus: 0 Knowledge: Alphabet (Septen- Magical Arts:
INTellipence: 5 trian) 4, Languages (Keshite] 7 Tune APT 20
WILL: 7 Trials: Alertness 7, Athletics 8, Elzeve bnows all Flute Tune Opuses.
Climb 8, Surwival 6, Weapons
Weapon Init. Att. Def. Dam. +DB
Hoof (kick) 0 -1 - 4+5(Ch
The target must-make a balance roll or fall,
Hoof (rampling) -2 o = +71C)
The target must be on the ground.
Sword « +1 41 ﬁ. +5
Armor: padded clothes, partial (peniliy @, proi 1) *
|




.DRIADE

Origin: Unknown (Widowlands)
Gender: Female

Race: Medusa

Age: 21

Height: 59" (S1Z 0)

Weight: 115 Ibs.

MY:3

Attributes
Flame: 1 -
Dark Flame: 0

Body: 1

Dark Body: 0
Body bonus: +1
AGTty: @
PERception: 8
STAmina: &
STRength: 6

Spirit: 2

Dark Spirit: ©
Spirit bonus; +2
INTelligence: @
WILL: 8

Soul: 1

Dark Soul: 0
Soul bonus: +1
CHArsma: @
CREativity- 6

Secondary Attributes
MEL: &

AlM: 8

ASC: -

ART: -

HP: 40

SWT: 16

CWT: 24

PB: 0

Fortune points: ¢
Flame Powers: none
Darkening Points: 0
Perfidy Points: 0

Skills
Knowledge: Alphabet (Moden-

Hen') 8. Astronomy 5, Language

(Keshite) 5, Language (Modehan) &,
Language (Ophidian) 1. Naviga-
tion 7, Season (Winter) 5

Trials: Alertness 0. Athletics 8,

Dodge 8, Snabes 5, Swim @
Courtly: Fa:t Talk 6. Eloguence 8,
Etiguette 6. Trade 6, Stewardship 7
Rogue: Acrobatics 8, Intrigue 8, Pol-
sons &, Search 6, Stealth 5

Assets, Gifts, faults and Sorrows:
None, Driade’s snakes inject a light
coagulating veénom that can close
small wounds and ease pain (they
restore 1 = SM HPL

Combat

Inltiative 18
Melee attach: -
Ranged attach: -
Melee defense
Dodge: 18

Parry;: -

Ranged defense: 9

Armor: none
Weapon (5): none

Typical Quote:

“I'can’t understand you. Why do
vou want 1o stay here? Nothing
interesting ever happens!”

Origin: Urgamand
Gender: Male

Race: Dwarf

Age: 65

Height: 4'10" (S[Z-1)
Weight: 133 Ibs.

MY: 0

Autributes
Flame: 0 -
Dark Flame: 0

Body: 0

Dark Body: 0
Body bonus: @
AGIHy: 5
PERception: 6
STAmina: 8
STRength: 7

Spirit: 0

Dark Spirit: 0
Spirit bonus: 0
INTelligence: 7
WILL: 7

Soul: 0
Dark Soul: 0
Soul bonus 0

CHArsma: 4
CREativity: 8

Secondary Attributes
MEL: 5

AlM: 5

ASC: -

ART: -

HP: 50

SWT 16

CWT: 25

DBE:0

Fortune points; 0
Flame Powers: none
Darkening Points: 0
Perfidy Points: 0

Skills

Knowledge: Alphabel (Armgar-
dic) 4. Geography 5. Language
(Keshite) 6, Language (Lrgamish) 4,
Season (Winter) 6

Trials: Alertness 6. Athletics 5.
Climb 7. Swim 6

Courtly: Crafi (Architecture) 8, Craft
{Porge) 9, Craft (Mechanics) 9. Pain-
ing4

Occult Concornd 5 (spe.: esoterlc

architecture), Demonology 5
Rogue: Disguise 6, Hunt 8, Stealith 6

Assets, Gifts, faults and Sorrows
Enemy (the Square), Dark Secret
(he has betrayed the Square)

Combat

Initistive 11

Melee attack: -
Ranged attack: -
Melee defense
Dﬁdﬂc: 10

Parry: -

Ranged defense: 5

Armor: leather, vest only (penalty
-1, prot. 2)
Weapons: none

Typical Quote:

“Sp. my Idea is 1o construct a dam
ta slow the current In this cove.
Here well build the mill. and here
the septic tank. Oh, | have made a
washing machine. That's much bet-
ter than manual labor, . No? And
the dam? Let me show you seme of
the advaniages...”
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DROD, DWARF OF THE SQUARE 1nfrigu¢s

Drid has lived with the sprites of the oak grove for
the st thirty years. This friendly, epicurean dwarf moved
here with a sprite friend who contracted stonepox afrer
d lengthy stay in Arnel, After his recovery at the hospice,
the sprite swore allegiance to Rawk and decided to stay
in Bt Han Rawk. Drod did not hesitare one second when
asked ro join the pak grove community.

He put all his architectural knowledge to use in the
creation of a complex maching thar uses the cascade o
ease the sprites’ lives. The dwarf has set up a couple of
lifts. a pumping system, and an automatic irrigation
systern for the crops. First reluctant to let the device
control their lives, the sprites were soon convinced by
the vegetal contraptions Drod created. which showed
great respect for the grove’s environment.

Drid is fully assimilated into rhe community and it
would never occur to anyone to tell hin he is not a
sprite. The Dwarf hopes to end his days in the valley, far
from his colleagues of the Square. Meanwhile, they are
actively searching for im because he has sold the bro-
therhood's secrets to a Keshite merchant. No one in the
Domain knows this, but maybe someday his past will
come back ro haunt him...

DRIADE, MEDUSA HARBORMASTER

Driade was found drowning in the hold of a mer-
chant ship near the Island twenty years ago. The
medusa was then a four months-old baby. abando-
ned by her mother. Interprering this as a curse, the
buccaneers who found her were happy to get rid of
her. leaving her to Rawk to raise. Rawk accepred this
mission as if he had been asked by the Muses them-
selves. He hoped 1o educate the young medusa so
that her frigid temperament as a Winter seasonling
would be replaced by a more sunny outlook. But even-
tually the sprite had ro admir that Driade’s nature was
unchangeable. Even when she was a child, the medusa
often took refuge on the cliffs. where she could
contemplate the sea, cutting herself off from these
people who seemed so unlike her. When she was six-
teen, Driade decided on her own to move into the ligh-
thouse and assume the dudes of harbormaster.
Charmed by the sea ever since, the medusa enjoys
contemplating the waves for hours,

Driade is an Inspired who has a complex personality,
She feels different, and does not take pleasure in this
boring rural life. She dreams of cities - of the seediest
parts of Lorgol perhaps - where she might lead a more
adventurous existence. She knows Elreve is in love with
her, but the medusa would rather wait for the right
moment to act. She knows he is also an Inspired and
imagines she might use him to help her. She fantasizes
thar they might steal a ship and journey to Urgamand.
There, she would abandon him to and begin her new
life

THE FIRE SNAKE

The Modehan Marches are famous for their wild Dan-
cers, which freely travel the realm. In some regions, they
are considered a part of the local fauna, and hunting them
is restricted. Er'Han Rawk is frequented by a throng of
wild Dancers that cross the Domain from west to east
every winter solstice. The dance of dozens of nny lumi-
nous bodies form the illusion of a long fiery snake.
which emerges from the sea. runs through the forest and
ends its journey behind the cascade.

The Dancers’ journey always follows the same path.
and lasts from dusk il dawn.

The fire snake has become a prized attraction for
those who live near ErHan Rawk, and many curious
visitors come to spend the winter solstice here, It has
become a tourist atrraction and Et'Han Rawk’s inha-
bitants have to manage hundreds of visitors every
year,

Viewpoints are located near the lighthouse, over which
the snake soars, and near the cascade, where you can see
the final dive of the Dancers.

THE SWANS IN THE LAGOON

Elveze’s nocturnal activities at the top-of the north
cliff have given him the opportunity to see a family
of swans swimming in the peaceful waters of the
lagoon. The satyr noticed thar two of the five swans
were magical creatures, and left trails of light behind
them.

The swans remain extremely shy and only go out at
night. A few months ago, Elzeve noticed a minotaur
poacher searching for the swans’ nest. and the satyr
warned the druidess. The minotaur is Krios, a famed
bounty hunter. He has already made a fortune hunting
fugirives, so nobody can figure our why he is in Ec'Han
Rawk hunting swans.

THE Svi1D PATROLS

The Modehan Marches authorities took some measures
to protect the valley, according to Arthis’ counsel. She
rightly thinks thar Er'Han Rawk shelters magical résources
too powerful to be guarded by just two hundred people.
Ten times a year, a patrol of five sylds crosses the moun-
tains and surveys EUHan Rawk. They stay for one week
and then depart. The aim of the tree-men 5 to inter-
vene if there is rouble and 1o monitor the evolution of
the valley's magical phenomena - the cascade elemen-
tal, the fire snake, the swans and the eternal king-tree.
They try to remain as discreet as possible so as not to
disturb Er'Han Rawk's denizens




THe CASCADE ELEMENTAL

Several times a year, during the Reminiscence (see
AGONE rulebook pg 46), the churning of the water
against the rocks ar the Cascade generates an elemen-
tal. This extraordinary creature, embodying the Muses
will, takes on the form of mranslucent giant of pure
water, about twenty feer high, The elemental sits for
hours an the rocks, basking in r|1; cascade. It throws rocks
all day long ar the waterfall, briefly diverting the flow
oF the river

This lirtle game annoys the oak grove's sprites because
the devices ser up by Drod are often damaged. Howe

ver, no one dares to disturb the creature, It disappears
at dusk, melting into the river. Some skeptics argue that
itis the Muses’ will to destroy Drigd's unnatural devices,

ERGSTEEL AND THE MASQUE’S INFLUENCE

The Domain of Ergsteel has always served the
Masque, and the druid Arton has been plorting and
scheming since he took power here. He aims to conquer
Er'Han Rawk and the valley's magical places. He hopes
to break the king-tree’s bond with Rawk. But Arton is
#lso in line to become a High Druid, and he is under
the scrutiny of all the other High Druids, so he acts

A TYPICAL SYLD

Origin: Modehan Marches Soul: 1 Trials: Aleriness 9, Athletics 8,
Gender: Tree Dark Soul: 0 Bodge 8, Survival (spe.: forests)
Race: Syld Soul bonus: +1 10. Weapon (branches) 8
Age: 60 10 180 CHArisma: 6 Courtly: Diplomacy 5
Height: 17(S1Z 4) CREativity: 6 Rogue: Disguise 10, Hunt 8
Weight: 3 tons Stealth 10
MY: 12 Secondary Attributes
MEL: 10 : Assets, Gifts, faults and Sorrows:
Attributes AIM: - none 1
Flame: 0 - ASC; -
Dark Flame: ¢ ART: - Combar
HE, 250 Initimive 15, Branch 18
Body: 0 SWT- 60 Melee attack: Branch 20
Dark Body: 0 CWT: - (sylds are immune o Criti- Ranged attack: -
Body bonus: 0 cal Wounds) Melee defense
hGIl“F: 5 DB: +47 Dﬂdw: 12
PERception: 10 Parry: 17
S5TAmina: 20 Fortune points: 0 Ranged defense: 6
STRength: 20 Flame Powers: none
Darkening Points: 0 Typical quote:
Spirit: 0 Perfidy Points: 0 Chirping. followed by the noise of
Dark Spirit: 0 rusiling branches,
Spirit bonus; 0 Skills
INTelligence: 6 Knowledge: Geography (spe.
WILL 10 Modehan forests) 6, Season (all} 8
Weapon Init. Att. Def. Dam. + DB
Branch +3 +2 -1 +50
Armor: 15 points of thick bark and dense wood
(If & syid hits, the target takes DB points of darnage each turn untll he or she succeeds on anopposed STR roll )
Sylds are sentient trees commonly found in the Modehan Marches. Thue : . imh litze willorws.
branches generate a magical wind that lets them move across the ground. Considered falthful allies of
Modehan Marches, they patrol the borders and have survived many battles. In combat, they use ll'le:lr thick
branches to entrap thedr enemies and strangle them.
Modehan stories mention the courage of the slyds. When cornered on a battlefield, their branches ceaselessly
sting and strangle their enemies. even when they have been set ablaze by flaming arrows. To send messages
to their druid masters, the sylds uses birds living on their branches.
The sylds play good Samaritans to strangers and adventurers lost in'the Modehan forests. They will always help
Modehans, their friends. or anyone who lives in harmony with nature as they do. Giants and sylds are ancient
allies,




with caution. Rash or premarure action could jeo-
pardize his reputation. He uses careful methods, such
as sending the ogre mercenaries and the minotaur
bounty hunter.

Playing in € Han Rawk

ASSETS

&> Bonded to a King-tree
(sprites only) 5 |
You are bonded with a king-tree (not Rawk very spe-
cial king-tree, but a “normal” one, somewhere in the
forest) Though you do not challenge Rawk’s majesty.
the tree provides you with longevity and exceptional
starnina. It can receive up to 20 Serious wounds and let
you to live to be at least 120 (your only start making

aging rolls on your hundredth birthday),
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USING THIS DOMAIN WITH
"KING OF SPRING”
Bﬁnﬁwﬁknmmhﬁiﬂrﬂmm&
should be located in the Zephir Mountains. The great
number of sprites in this Domain will make the inte-

gration of the refugees extremely smooth (their trea-
son will therefore be devastating).

& Bonded to a Syld (sprites only) 4

You are not linked with a normal tree; but with a syld.
There is a greater risk that it will be killed, but it reco
vers quickly, and is a strong ally and a reliable friend.

c&: Friend of a Syld 3

A syld is your friendly and helpful ally. It will be happy
to help you as long as you respect nature, You can call
on their patrols for assistance, which can be extremely
convenient.




1 - Laeghdoved

2 - Brightskies

3 - Suleidin’s Serglio

4 - Holy Post

5 - Abhorrent Peaks

6 - Scarletstone

7 - Lightming-Dragon Crest

8 - Arboline

9 - The Horde (the Horde is a mobile Domain)
10 - Et Han'Rawk
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This Drama in three acts will gui:fe your Inspi-
rad _i[rﬂm Suleidin's ..urag}rin to Scarletstone, and
thence to Lueglrn;aveaf. I advise Hou read care-
_.F.Hﬂy !I!ruug}: these pages .I'Jeﬁ_-m: staging this

adventure.

Introduction

Melfinio, the bastard of Scarletstone, has decided to
g0 into action. He wants to put an end to the dreadful
yoke his mother, Iriena, has laid upon her slaves. He has
secretly armed some slaves but he feels powerless against
the medusa’s Obscuranrist magic. He would like ro ally
with Alfah, Iriena’s twin sister, but she loathes him. In
short, he needs help.

Melfinio thinks an event from the distant past may
provide him with an opportunity. Five years ago, Sulei-
din’s caravan passed by Scarlerstone, where Helicius
spotted a pair of Inspired. The first, twelve-year-old
Melfinio, refused to join the caravan, for he was already
dreaming of the slaves’ liberation. The second was a
young woman who accepted the offer to join the ma-
velers. Albena now leads the caravan. Though many
years have passed, these two still cherish this enlighte-
ning moment they shared.

Albena remembers the young man very well and she
fiercely hates medusae. She therefore has decided to
help him.

Eminence, here are several passibilities for placing
the Inspired in the center of this story:

& Your Inspired are members of Suleidin’s
Seraglio. They might be the characters described in
this book (Albena, Sipsum, Helicius and Baltasim) or
orhers, Albena will show the letter (see below)to her
companions and they will agree to lead rthe caravan
ta the upcoming jubilee.

«& Your Inspired come from elsewhere. The jubi-
lee will then rake place several months after the receipt
of the letrer. Albena will wander throughour the Twi-
light Realms in search of Inspired who would help one
of their peers. Thanks to Helicius, she locates the troupe
and shows them the letter before asking them to join
her. Your players accept. be it for Inspiration, for the des-
perate look in Albena’s eyes, or just for the sake of
adventure and profit. The caravan will then return to
Mesirah with your Troupe
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<& Your Inspired are passing through Mesirah. They |

will be contacted by a representative of the seraglio,
who will invite them to stay over. The members of the
seraglio will show them the letter nnl}- after the mur-
der, in Act One. The troupe should be curious, and the-
refore will join Albena to help Melfinio.

Albena is the key character of this introduction. If she
is @ player character, ignore the script. Her player will
be free to do as he or she pleases. In this case, pass on
some background information to the player concerning
her former Domain. Albena knows a bit abourt the vil-
lage of Bloodrock, but nor much about Scarletstone
Manor irself,

Act One:
Murder in the Sevaglio

This first act takes place in Mesiral.

TEKIRIOS THE MESSENGER

Melfinio’s lecter is brought to Mesirah by a messen-
ger who is supposed o guide the Inspired o Scarlets-
tone and introduce them ro Melfinio. If your Troupe is
hired out of the seraglio, he already set a rendezvous with
Albena, to provide her with the latest informarion. In
any case, the Inspired will meet the messenger a couple
of days before their departure from the seraglio.

The messenger is an Inspired satyr (Helicius can confirm
this) named Tekirios. who is staying with them in a
suite of comfortable rooms that look down on the city.
He is extremely kind (especially to women) and the eve-

A LETTER TO ALBENA

Vo Athema of Sulcidin's scvaglis, ov o any sther logal
imiferiion of Ohe gragder:

Dean gricud,

Fow weaat fe wandening why T csofe phia fetten after as
ey goare of silemce, T have wngent measd. e fa short,
and T mccsf pod mu cmdl fn iy weolfer 3 bty 0o
Strange things are dagpening in Scarlefotone and T foar
the Ewcomsy ia impolued, T weed gowey belp aud the belp of
alf the Taspired gow can rally, T bave decided ta go inta
actine dureing kev julitee am e firof day of Phacwirtede.
T prray you, S with me af tiis cheesloss fratinity... an T
e,

T the wame of ssn shated memeany,

ning the Inspired spend with him is very enjoyable. He
tells them about his Domain, and the museum of F n:lghn
and its keeper, the medusa Ardence, Tekirios is an artist
and a talented harpist. and thus is highly valued in the
manor. Nevertheless, he is disgusted by Iriena’s trearment
of her slaves. He is one of Melfinio’s closest friends and
15 atterly devoted to the rebellion. During their conver-
sation, Tekirios will come off as a bir manic. He can be
wildly enthusiastic abour his home when talking abour
the veneration of the arts, but he will also shed tears when
referring to the cruelty of some medusae.

After the satyr has played a final air on the harp, the
Troupe will turn in. Later in the night (on a successful
PER + Alermmess against DIF 20) an alert or an insom-
niac character will hear that the satyr is not alone in bed...

MURDER AT THE SERAGLIO

The next morning, the Inspired are awoken by a stri-
dent shriek. Hurrying our of their rooms, they will see
a young seraglio clerk in front of Tekidios' room. She is
breathless and panicked, leaning against the ourside gal-
lery rail that looks dewn on the garden, The Inspired will
be the first to her side, but in a few minutes many mem-
bers of the seraglio will have arrived., The young woman
mumbles a few words and then fiints:

“in this room.. a satyr”,

Inside, the satyr is lying naked on his bed and he is
staring lifelessly at the ceiling. His hand clutches his
harp. The Inspired (at least the members of the seraglio)
are moubled - one of their own has been murdered in
their Domain! The situation requires a Terror roll against
DIF 12, and bestows 2 Darkening points to any charac-
ter thar fails (despair has awakened this characrer to
the call of the Darkness).

Anyone not from the seraglio will be under suspicion
by the Mesireans, especially Albena who will say so
upfnhr Sipsum, who asked Helicius ro check if their
Flame was dark beforehand, is more prudent. He will even
ask the Inspired to investigate the murder. The dever

spriggan believes that keeping an eye on them is the best

thing to do if they are guilty. He will monitor them
during their investigation, shadowing them as neces-
sary. Players must roll PER + Alertmess against Sipsum’s
15 (AGI + Stealth) to notice him, and against 19 (AGI +
Disguise) to recognize him,




If they investigare, the Inspired will be able ro disco-
ver the following clues:

s The door was open when the employee came in

ohe  Tekirios died from a heart arack during sexual
intercourse (PER + Medicine against DIF 16),

v The only personal igems in the room are scattered
women's clothes: ransparent silk veils thar women wear
in harems. A successful PER roll against DIF 28 will reveal
a very subtle scent of seaweed mived with a vanilla-
based perfume.

ol Sipsum can explain that all the members of the
seraglio, Inspired and Dullen, have the right to stay in
the dormitories, Moreover, as the caravan is in town, the
dormiteries are almost full. A guard controls access at
nighttime.

cho  The Inspired can wake Melvil, the night warch-
man, in his small house in the labyrinthine bazaar quar-

. He will tell the Inspired thar ne stranger, even
m.mmp.mmi came in yesterday. A successful PER +
Intrigue against DIF 18 will enable the Inspired ro notice
that Melvil seems uncomfortable. Could he be hiding
something?

& If they search the guardroom, the Inspiced will
find a half-empty bortle of wine. On a successful PER +
Foison against DIF 25, they will realize thar the wine was

mixed with endorine (see AGONE rulebook, p. 177). If
they mention their discovery to Melvil. he will admit
having slepr for a long while thar night, but will have
no idea who could have drugged his wine.

o The Inspired can request a list of the members of
the seraglio to question them. We advise you, Eminence,
to stage at least a couple of conversations with the fal-
lowing witnesses: a cook, a maid, a caravaneer, a pearl
diver, and an accountant, They might even decide to go
to visit Gardeline {see below for more information). In
the end though. the result is the same: no one siw or
heard anything. IV the Inspired search the seraglio for a
naked woman, they will not find anyone.

The day comes to an end without any leads.

WHAT REALLY HAPPENED

This is for your eyes only, Eminence, but one day your
Inspired may discover what follows.

friena had her agent. a demon devored to the Masque,
shadowing Tekirios, whom she suspected of belonging
to the rebellion. Her agent was an Opalin who sleptin
the day and followed the satyr’s trail at night. His conni-
vance compelled it to report the saryr’s location and o
give a small mirror ro any ally of the Masque it encoun-
rered

The Opalin was successtul, and Iriena was informed
thar Tekirios had contacred Suletdin's caravan and a
maorgana named Luizel received the mirror. Through this



artifact of the Enemy, Luizel was asked by Irenia to find
a satyr named Tekirios and kill him, Galdesh, the mor-
mana's companion, works as a pearl diver for the sera
glio. Therefore, it was not difficult for Luziel to obey the
demon’s injuncrion. Galdesh drugged the night warch-
man, then showed her in. They left at dawn, afrer killing
the sanyr '

A LIGHT IN THE DARKNESS

The night following the murder, a scent of vanilla per-
fume still Aoats in the corridors of the seraglio. One of
your Inspired (male or female) will dream of a visit from
a beaurtiful young woman, clad only in mransparent silk
veils. She slowly takes them off, one by one, and joins
the Inspired in bed. She is irresistible...

The Inspired will wake up screaming

Instead of staging this scene as a dream. we advise you,
Eminence, to stage it as reality to emphasize the dramatic
tension. Your Inspired will have to succeed in a Terrar
roll DIF 20 or gain 3 Darkening points from this vision
of Luziel. He or she wakes with a vague seaside odor in
his nose.

The scream of the Inspired will wake the other mem
bers of your Troupe sleeping next door. After everyone
realizes it was only a dream, an Inspired who succeeds
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ina PER + Alermess roll against DIF 15 will notice thar
the minaret’s top floor is lit - Gardeline is awake in her
den

AN UNEXPECTED WITNESS

If the Inspired climb the stairs to the minarer, they
will have to open a small rap door ro enter the black
fey's room. She has covered the mosaic with a large silk
cloth and she is seated ar the windowsill. When she
notices the Inspired, she will Ay around and examine
them

Gardeline is a very old black fey. She never stops mum-
bling about the return of a prophet. birds of fire, and
flames in the desert. Even though she is mad, she will
do her best to answer their questions. If they ask her whe-
ther she saw something odd last night, she will answer:

“Ha, the seraglio and its guard wer’ snoring lowd,
Suleidin! Why did thee abandon them?

¥e mad, thee don't kwaw of our treasnre?

May the bivds of fire eat the wer arm

OF the man who apened the drimkard’s gare

Tis e whe gave the aunummal harlot ingress,
Bur she was the ane who laid the ner,

And. o misfortune! A corpse found ar dawn.”

Race: morgana CHA: 12 Courtly: Eloquence 5. Fast talk 8.
Origin: Keshite Empire CRE: B Poetry 8
Sex: female Occult: Concord 4. Talnted Scan-
Age: 20 Secondary attributes sion e
Height: 5'11™ (S1Z 0) AlM: &
Weight: 128 Ibs. ART: a Assets & Gifts, Faults
MOY: 3 ASC: - & Sorrows

DB: -1 If&qif imﬁml&t‘. mﬂlw.. SE’U-'
Attributes HP: 48 suousness, Lewdness; Stench (sea-
Flame: 0/} = MEL: 5 weed), Foresight

SWT 16
Body: o1 CWIT: 24 Tainted Scansion
Body bonus: +1 Scansion APT 18
AGE T Fortune points: 0
PER: 5 Flame powers: none Opuses
STA: 5 Darkening: 0 Cerebral palsy, Tragic fate
STR:2 Perfidy: 25

Combat

Spirit: 01 Skills Initiative: 12
Spirit bonus: +1 Melee attachk: dagger 11
INT: 6 Trials: Weapon (dagger) 4. Distance atach: -
WIL: 6 Dodge 4, Swim 12 Melee defense:

Rogue: Poison 8 Parry: dagger 9
Soul: 0/3 Knowledge: Language: Keshite 6. Dodge: 11
Soul bomnus; +3 Season: Fall 6 Distance defense: 4
Weapon Init. Att. Def. Dam, SIZ
Dagger Q +2 0 on -1
Armor; none :




This EMIGIMANC VETsE CONiaIns SI:"II"E'R:I-l clues: the wet arm
and the net hint that a fisherman opened the seraglio
door for a prostitute. The “autumnal harlot” might refer
[0 2 Mmorgana.

THE PORT

If the Inspired make further inquiries, they will ebtain
the name of a suspect. Galdesh the pearl diver, who
rarely stays at the seraglio but was there the night of the
murder. He has not yet returned. Another fisherman,
named Aklush. can tell them thar Galdesh was a constant
caller at the Siren's Song, a tavern at the port.

If the Inspired are not extremely cautious, they will
fall into a trap. The fraternity that bonds the Mesirean
fishermen is strong, and Galdesh has already been wir
ned of their arrival. He is wairing for them with some
friends (twice as many as the Inspired) who do not
appreciate their inquisitiveness, The innkeeper is also a
former sailor and his tavern is the perfect place for an
ambush,

The divers are cowards and will only attack the ns-
pired as a group: they will surrender when more than
half of them have been incapacitated. The Inspired won't
know which fisherman is Galdesh, but one of the divers
will jump through the window and run away. |f the Ins-
pired succeed in following him (on an opposed STR -
Athletics roll) or if they “convince™ another diver ro lead
them, they will find Galdesh's hut

=
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GALDESH'S SHED

This hut is extremely old and the floaring platform on
which it is built is squeaky, so reaching it inconspi-

| cucusly is very difficult. Clever Inspired can reach the

shed by the water, for it is only four feet deep. A small
boat is secured to the dock, and a trap-door leads back
into the hut. From the pontoon, the door can be easily
broken down (STR + Athlenics against DIF 12),

Insicle, daylight pierces the old wooden boards of the hut.
In the single room, there are a straw mattress, a table, some
clathes in a heap, and a small purse that contains several
pearls and a sall mirror. Nets hang from the ceiling,

When Galdesh enters, he spends a few seconds explai
ning the situation to his lover, Luizel the margana, who
has been living with him for the past few maonths.

When the Inspired appear in the shed, Galdesh will
step between them and his beloved. He will fight des-
perately while Luizel tries to bewitch them with Tain-
ted Scansion. IF the Inspired undertake a diplomatic
approach, the diver and the morgana will try to jump
in the water ar the first opportunity (they are both
excellent swimmers).

A REVELATION

Galdesh will defend Luizel unnl his last drop of blood
has been shed, and the two lovers will probably die toge-
ther fighting the Inspired. Even though it seems cleir
thar Luizel Killed Tekirios, her motives remain a mystery.

An old fisherman, who is repairing his small boat
next o Galdesh's shed, could help the Troupe. Onee the
combar is finished, he will approach, and tell them whr
he knows for a few dirhems.

A couple of days ago, he overheard a conversation bet-
ween the gorgeous young woman who lived with Galdesh
and another man with a croaking voice. This man asked
Luizel to search and kill a satyr named Tekirios. The old
fisherman swears Luizel was alone wirth this other man.

The only clue the Inspived will find in the shed (PER
= Search against DIF 16) is a small mirvor, gilded with
interconnecting demons on its frame. The mirror is an
artifact that the Masque hands our to his most zealous
servants so they can communicare with each other. The
Inspired cannot. of course, use it... unless one of them
is a slave of the Masque.

Wha is this mysterious man with the croaking voice?
Why did they decide o kill Tekirios? What is the pur-
pose of this mirror? The Inspired will find these answers
in the Widowlands...

DIVERS AND FISHERMEN

-
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sailors (see p. 141).




Act Two:
Jubilee for two Medusae

The Troupe will arrive at Scarletstone without Tekirios,
their messenger, who was murdered in Mesirah. Moreo-
ver, the person who orchestrated the murder has esca
ped. The Inspired will have to watch their step in onder
to get in touch with Melfinio without drawing his
mother's attention. Maybe they will be cautious by not
coming into town with the caravan. Or maybe they will
decide to hide amongst the numerous merchants and
caravaneers. Eminence, your Inspired are relatively free
in this act; you may have to stray from the main story-
line.

BLOODROCK

After a long and tiring journey, the caravan reaches
Scarlerstone, arriving by the north road, which passes
through Bloodrock. Albena is a nartive of Bloodrock and
she wants to visit her old aunt who raised her after the
death of her parents. An ald man lets her know that her
aunt cied last year from blood cough, the disease that
kills underground workers. “All dis ‘cos uv Irienal” storms
the old man. Albena is despondent; it is up to the Ins-
pired to cheer her up. You should describe the misery
that reigns here and hint that it is caused by Iriena. The

| CHRONOLOGY

D-5  Arrival of the Inspired observed by Iriena.

D-4 Alfah shows them the Freihign Museum.
Members of the caravan (controfled by
Iriena) try to Rill her.

D-3 Because of the attempted murder, friena
expels the n from Scarletstone.
M Hides the [nspired.

D<@  Melfiniosends the Inspired into the manor
to make Inguiries,

Dday Irdenas jubilee

caravan pitches its encampment in Methrane, the vil

lage at the foot of the manor. Everyone is exhausted
from the journey and needs some rest. The following day,
the Inspired have some free time to visit their new sur-

toundings: the narrow streets, the famous taverns, the
arnist ateliers and the statue of the twin rulers. This is
probably the best moment to inform the Troupe of the
latest rumors concerning the sisters. Sooner or later,
they will have to deal with the Drama’s three main pro-
tagonists: Iriena, Alfah and Melfinio. (Arrributes for
these 3 NPCs are given in the Scarletstone Domain sec-
tion pp. 74-75.)

s v/t
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IRIENA: A PLAN 1S HATCHED

Thanks to a trairor, the spriggan Egon Scampa, the
Masque has been manipulating Iriena directly for the past
few months. Egon brought her a Pictureworld through
which he can visit her. They soon became lovers and the
spriggan, even though he does not know the true nature
of the medusa. is rousing Iriena’s murderous hatred for
Alfah. Under his sway, the medusa is acting even more
cruel toward her slaves,

Ever since Egon's arrival, Iriena refuses to see her son Mel
finio. Left to himself, he has set his plans in motion. But
Inena suspected him and his companion Tekirios of frea
chery, With Egon’s help, she murdered the satyr and she
now knows thar Suleidin's Caravan is coming to support
the uprising. Once again, Egon has helped her set a map...

Iriena ..'l'l."ﬂ'lr.ii 'II'I'I,-' conversatons Wifh SIrd II'IEPT‘- unless
they have been recommended by a medusa from Scar
letstone, The Inspired should only meet her wo days after
their arrival.

ALFAH: WELCOME TO SCARLETSTONE

In contrast, Allah heartily welcomes the Inspired. The
day atter their arrival, in the afternoon, she invites all
the members of the caravan on a tour of Frefhgn Museum
tomorrow afternoon. This is a good opportunity 1o
mike her acquaintance,

Quiite surprisingly for a medusa, she is respectful of
humans. Albena will be taken aback and try to provoke her.

he lives in the manor and thar visitors have ro be invi
ted by one of the two rulers, However, a servant can deli
ver @ message to him. If they ask o speak with him,
Melfinio will discreetly meet them in town,

The Inspired can also make inquiries about Tekirios,
who used to stay at the Three Aspics, The Inspired can
Meer irs |nnl:eeprr. a spriggan named Servisio. He
remembers Tekirios but denies knowing Melfinio.
Actually, Servisio 1s.a member of the rebellion and he
will go to inform his chief as soon as the Inspired have
left. Melfinio will then contact them.

Their first conversation with Melfinio takes place as
follows:

A young man wearing a long doak approaches the
Troupe, He rells them his name is Melfinio and thanks
them For coming. If Albena or Helicius are present, he
will recognize then. He then tells them to meet him one

| hour later ar the Three Aspics. He seems nervous.

Alfah remains calm and courteous and, when the young
Inspired tinally tells her thar she is a former slave, the |

medusa will display sincere compassion for her suffering:

MELFINIO: REBEL IN NEED

Sooner ar Later, the Inspired will want to find Melfi-
nio, If they inguire abourhim, they will be informied that

At the tavern, Servisio seats them inan alcove behind
A heavy curtain. Melfinio is already there. He takes his
hood off and the Inspired can admire his three dead
snakes. He immediarely explains the situanon and what
he expects from the Inspired:

“My mother is becoming umbearably cruel. | have decr-
deid 1o kill her for the good of S arlerstone.

Ever since her last birthday, | noticed she has been killing
more slaves than usual, and has rormented her servanrs
excessively. Her behavior with me has also changed. Whe-
reas | sed ta be her confidant, she now rrears me as her
roy. | can mo longer enter her suire and 1 have overheand
fier whispering ro strangers, | sense the Master of the
Sham’s presence...

li a couple of days, she will celebrate her jubilee and |
thintk she will be vilnerable during the festivities, in the

| middle of the crowd. | have gathered and armed fifry reso-

lute men who should be able to break through her guands.
Why haven'r | ever been able ro do it alone? When she
comes ra me, | wish | could rake my dagger and stalt her,
Bur { can't. | think she’s sraying my hand in some way.
That's why | need your help. 1 know very lirtle concer-
ning magic and the powers of the Masque, Wee must find
a way to ger rid of her. 1 need you to help me face her magic
I believe Alfah conld become our ally. Unfortimarely she
hates me and has forbidden me from her wing of the
manar. | have therefore never been able to coiract her.

[ Conld your try?”

Melfinio sers all his hopes on the Troupe. Facing such
a situation, your Inspired may feel quite put upon. They
can question Melfinio for another couple of minutes
before he must take his leave of them so his absence is
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not neticed in the manor, If questioned about the medu-
sae's magic, Melfinio answers that they have no known
master, bur thar Alfalis a Jornist and Iriena is Obscurantist.

The Inspired are free to encourage or restrain his rebel-
liots eagerness. They can even refuse to help him. Even
though he will have his way in the end, he will respect the
decision of the Inspired, whom he holds in high esteem

THE MusEuM

In the hot early afrernoon. Alfah guides the Inspired
to Freihign in a palanquin supported by four horses (ins-
tead of slaves). The Inspired sit in the palangquin with
the medusa while the rest of the caravan follows. The
column must cross rhf I'J."‘I.'k"r' desert, under ﬂ'lt‘ SCOT-
ching sun. to reach the museum village,

Once they arrive, the Inspired enter a surprisingly
cool building, The magic of Ardence, the curator, pre-
serves the works of art from heatand dampress. Ardence
welcomies the Inspired and begins a short rour of the
museum. Eminence, we advise you o improvise some
legends of the Flamboyance to describe the works of art,
The masterpiece of the collection is a statue of the bar-
barian chief Crookvile, who was petrified by the lost
medusa power,

After her speech, Ardence lers the Inspired wander
around by themselves. While the numerous visitors (Ins-
pired, members of the caravan and others) are walking
around the museum, Helicius informs the Inspired that
Ardence is also an Inspired. The Troupe may decide 1o
chat withher about Concord or some other legend she
mentioned. Alfah is with her, but the Inspired are free
to join their conversation...

Suddenly, three members of the carvan artempe o
murder Alfah!

Have your players roll PER + Alertmess against the AGI

+ Stealth of the caravaneers (12). Each Inspired who
succeeds this roll can try ro stop one of the assassins
Although Albena artemprs to reason with them, the
three men are extremely resolure, Their movements are
jerky as if they were puppets, not in contrel of their
actions. They will be difficult to subdue, so the combat
will almost certainly end in their deaths

Altah must sray alive. If she is wounded, even seriously,
she will be saved by Adrence or Albena’s opuses. If the
Inspired don'r fight, the assassins will be killed by the
other caravaneers. Alfah will thank her rescuers warmly,
and invite them to dine with her in the manor.

The behavior of these three Keshite warriors is disquie
ting (WIL roll against 10 + 5 per each warrior killed for a
2 paint Perfidy increase). They were cdearly manipulated
by a supernatural force, If the Inspired search their bodies,

they will find one drachma on each dead warrior, This cur-
rency is quite probably unknown to the Inspired. As long
as they do not buy something with the money, they are
not at risk, but if they do, they will suffer a 1d10 point
Perfidy increase and gain | Dark Soul point!

A short inquiry will reveal that the three assassins
were seen last night accompanied by a dloaked silhouette
the size of a sprite or a spriggan.

A SMALL INSTIGATOR?

There are several spriggans and sprites in Scarletstane
and the Inspired can spend an entire evening following
up this lead. Here are some likely suspects:
e A famous spriggan sculptor named Marblentes
who stays ar the manor. He sculpted the statue of the
twin medusae on the main square of Methrane,
ol Servisio, spriggan innkeeper of the Three Aspics’,
who is sympathetic 1o the slaves. The Inspired have
maybe already met him.
e A spriggan was present during the visit to the
museum, probably a foreign emissary. In fact, it was
Egon Scampa who came to discreetly enjoy the drama
he is orchestrating,
vl Perverlio Mycosful, a sprite, who has been spor-
red several times in Korantra and ar the manor,

Only Servisio does not live in the maner, and he can
thus be shadowed or questioned the night afrer the
assassinafion attempt. He usually stays at his inn o
serve his customers, he does nor know anything abroun
the assassination arempt and denies having talked 1o
the warriors,

THE CARAVANEERS

AGL T
PER: 5
STA 8
STR: 7
AlM: &
Db +1
MEL: 7
MON: 3
HP: 34
SWT. |8
CWT: 27

Combat

Initiative: 14, targe 10, saber 14

Melee attack: saber 14, targe 12

Distance attack: -

Melee attack: targe 15, dodge 10, saber 14
Distance defense: 5

Weapons Init. Awn. Def. Dam. 512
Saber %1 #1 = +5(US) 0
Targe -5 + £ - Y+ 1 [ R |

Armor: studded leather (penalty -2, protection 5)
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HuNTED!

The next morning, at dawn. a loud noise wakes rhe
Inspired. The eunuchs, the manor’s guards, have ente-
red the encampment to bring all the witnesses of the
attempred murder back to the manor, If the Inspired
sneak away (AGH + Stealth against DIF 20), they will pro-
bably wimess the procession of the guards through the
crowd

The members of the caravan are led o a large room
in Iriena’s wing of the manor, from which she co-rules
the Domain. Her servants look at them spitefully while
athers spit out insults. The medusa is sitting on her
throne; her snakes nervously hold a Dancer on her head.
Melfinio stands right behind his mother.

Iriena accuses the caravan of attempring to kill her sis-
ter. Her sentence is final: the caravan must leave before
mid-day with all its members. The Inspired can make the
case that they are not responsible for every member of
the caravan, that they are not even members of this
caravan, or even that they actually saved Alfah. It is use-
less. Iriena is obstinate! If the Inspired ask o see Alfah,
Iriena refuses on the pretexe that her sister is resting,

Iriena’s wards drip with insincerity. The Inspived will
probably notice thae the medusa’s servants seem sur-
prised to see her caring about her sister. The motive is

their arrival, Melfinio enters the cellar to discuss the jubi-
lee. The Inspired now should have good reason to hold
a grudge against Iriena, and should be willing o go
along with the plan. Melfinio offers to discreetly let
them in the manor. The building is huge and there are
many hiding places; as long as the Inspired are disgui-

| sed as visitors or servants, they should be able to make

- 3 |
simple: she planned the murder and intended ro accuse

the Inspired of it, in order to kill two birds with one stone,

If the Inspired insist ongeeing Alfah before leaving Scar-
letstone, a chamberlain will come to them as the cara-
van is departing, They will thus meet Alfah alone in the
manor (see below),

THE THREE ASPICS

The only choice for the caravan is to leave. The Inspi-
red are quite probably packing their equipment in their
camp when Servisio, the innkeeper, approaches them.
The spriggan explains that Melfinio has sent him to ask
the Inspired to stay in Scarletstone during the jubilee
in spite of Iriena’s judgment. Servisio offers to hide
them in the inn's cellar, which is actually the head-
quarters of the rebellion.

Melfinio will come to see them to discuss the plan,
The caravan must leave now, but the Inspired could
sneak away from it and return to Scarlestone at night-
time. Albena sincerely regrets the fact that she cannot
stay, but she must lead the caravan. Let your Inspired
organize their return to Scarletstone, and then to the
Three Aspics. The cellar is full of weapons beds, and food
- everything is prepared for the rebellion. Shortly after

their inquiries. As for Melfinio, he will be with his
mother to alleviate her suspicions.

INSIDE THE MANOR

One way or another, Melfinio smuggles them into
the manor. For example, they can come through the
kitchen entrance with the morning delivery of flour.
Melfinio will open the door and let them pass by the
guards. There are many servants in the manor, so once
the Inspired are inside, they can be virtually anony
mous as long as they are careful. (OF course, a Troupe
composed of seasonlings such as black feys. mino-
taurs or giants will have more difficulty sneaking
around.}

The maner is a huge building with many unused
rooms - a labyrinth in which the Inspired will cer-
tainly feel lost Eminence, you should make the players
teel very uncomfortable |:|1,- staging several suspicious
incidents. Eerie harpsichord music is playing from
some unidentifiable place... Someone is tollowing the
Troupe... A servant is staring as if he recognizes one of
the Inspired,.. You should improvise encounters with
eccentric characters: artists, strange servants or a lost
ambassador.

The manor is divided into two symmetrical wings,
with rooms on both sides thar are identical except for
the furnishings. Iriena’s wing is gloomy and disquie-
ting, with dark red carpets and large bronze statues.
Alfah’s wing feels more spacious, with smooth marble
statues and fountains, The slaves are treated diffe-
rently depending on the wing in which they ire. in Irie-
na's wing, they are supervised by an overseer armed
with a whip, while those in Alfah's wing come and go
freely.

The Inspired may make inquiries during the two
days before the jubilee. The following paragraphs detail
the events that will enable them ro solve the Drama.
Depending on what they discover, they will have ro plan
their course of action: killing Iriena before or during
the jubilee, stopping Mefinio, etc.

vk Jubilee Preparations
A large part of Iriena’s wing is devoted ro the jubi

lee preparations. Many servanis are working on the
floats, the fireworks, the banners, the instruments
and the decorations. If the Inspired inspect a parti-

cularly gloomy preparation room, they will find an old
medusa apparently talking to herself: “But ul'murse
little one, don't worry, You're for the black viper.." If
the Inspired light the room, they will see numerous



metal cages holding slaves. The old medusa is one of
Iriena’s chamberlains and if the Inspired are persua-
sive, she informs them that her mistress is going to
sacrifice one slave for each of her snakes at the jubi-
lee. The chamberlain’s task is to choose the best slaves

and she would appreciate it if the Inspired did not let '

anyone know abourt this big surprise. It will be the
main attraction!

<& Meeting Alfah

If the Inspired ask to see Alfah, she may agree to receive
them (especially if they saved her in the museum). The
meeting takes place during one of the rare moments
when Iriena unconsciously lets Alfah take over. The Ins-
pired will have to wait for her a long while in a small
sitting room. Finally, the medusa receives them in her
chambers. She is very kind to them and carefully listens
to what they have to say. If they try to use her against
her sister on the day of the jubilee, she will refuse because
she is not artending the festivities, so as not to irritate
her sister. If they want to intervene before the jubilee,
Alfah could agree to let them meet Iriena. But she wants
to be sure that they do not intend to harm her. If the
Inspired tell her about her sister’s macabre plans for
the jubilee, she agrees to find her sister in order to rea-
son with her

After trying to make an appointment, which is refu-
sed by one of her sister's chamberlains, Alfah decides o
go to see Iriena on her side of the manor. Obviously,
Iriena is not there but the Inspired could search her
room - even though Alfah is against it - and thus find
the painting (see below).

& The Mysterious Spriggan
Three suspects live in the manor;

Perverlio Mycosful: The Inspired can discreetly fol-
low him to the manor's cellars from where he travels
secretly to Eddrig’s cave. If found, the old woman can
be manipulared (CHA + Fast ralk or CHA + Intrigue
against DIF 18) to provide the Troupe with an extremely
powerful drug to incapacitate Iriena..

Marblentes: The sculptor is busy carving ahuge
colossus that goes through three floors of the manor
Nothing else interests him.

Egon Scampa: If the Inspired question the servants
concerning a mysterious spriggan, they find out thatan
emissary named Egon Scampa is staying in the manor
even though he does not have a room. Some hint that
he is Iriena's lover. He should become their suspect.

& Entering Iriena’s Room

The Inspired will first have to eliminate several eunuchs
and pick a complex lock (DIF 24) in order to enter her
reom. They can also use Alfah’s room, which is not guar-

EUNUCHS AND SLAVES

The eunuchs - guards of the manor
mmﬁemmmmwmm
Inspired are not discreet in the maner, they wiil
to deal with them: They will also defend the
during the jubilee if she is attacked,
MMmaqmmumﬂmdmﬁimm
p. 143} and sahambahsﬂmrdswhﬁ

The slave rebels

There are fifty armed sltaves, totally devoted to Mel-
Tinio. Their atirfbutes are equivalent ta those of bri-
gands (see p. 134), They have many different binds
of weapons.

ded but is also locked, if they find the secret passage
(either they saw Alfah use it, or they must succeed on
a PER, + Search roll against DIF 25).

If you can time it right, they should wimess one of
Iriena’s sommnambulism firs. The medusa gers out of her
bed, naked, and goes to her sister’s room through the
secret passage. She then falls asleep in Alfah’s bed and
her snakes also fall asleep one after the ocher, The Tns-
pired have discovered the secrer of the two Scarletstone
rulerst

cho The Painting

One way or another, the Inspired will probably have
the opportunity to search Iriena’s room. It is full of
works of art, but the Inspired will immediarely notice
a large fresco representing a mountainous landscape.
The bottom of the fresco is the beginning of a small
path running along the side of a cliff, There is mud on

| the floor in front of the fresco, and slippers and a small

dressing gown rest on a nearby stool. The gown looks

| about the size of a spriggan...

THE JUBILEE

The day of the jubilee has arrived. The celebration will
be magnificent for many artists have come from all over
the Widowlands. Several wooden stages have been set
up on the main square.

If the Inspired have not yet solved the secret of the




fresco and of the twins, Melfinio will artack - with or
without their help - and will succeed! While his hench-
men create a diversion, he stabs his mother with his dag-
ger. He then enters the manor to publicly offer the
throne to Alfah. Unfortunarely, she seems to have disap-
peared. Soon he finds the fresco in the manor and asks
the Inspired for their advice

If the Troupe has mentioned the fresco and the sprig-
gan’s influence on Meltinio’'s mother, he will agree to
delay his revolution until the Inspired can carch the
spriggan. (He may even join them in this quest) The jubi-
lee will then take place as planned, slave sacrifices and
all

If the Inspired have discovered the true nature of the
Scarlerstone rulers and if they tell Melfinio, he will
believe them. He will tell them that he has dreamt that
Alfah was his mother. His first reaction is o wanr ro kill
both of them, but the Inspired can easily reason with
him. The chaos of the jubilee is then a good opportu-
nity to study the fresco

THE PICTUREWORLD

The spriggan has obviously escaped through the Pic-
tureworld. Only one person in Scarletstone can help
them use the fresco: Ardence,

After a thorough study of the picture, Ardence uses a
paintbrush 1o draw invisible lines on the fresco. The
pigrments come to life and a passage is opened. Ardence
warns the Inspired that she cannot help them return.
She advises them to destroy the fresco once they arrive
on the other side ' '

Fimorous Inspired might prefer ;1;15n'm,'||1g the fresco
instead of chasing the spriggan. In such a case, they will
never play Act Three, burt the spriggan will find another
Waly [0 rerurn o Sl.'.ll'h‘!"i.[*‘ll'l:' .ll'ld I.I.l\'r" n‘wnge on IhD\'f‘
who destroved his fresco

EGON SCAMPA

Race: spriggan Secondary attributes Assets & Faults, Gifts
Origin: Princely communes AlM: 11 & Sorrows
Sex:; male ART-2 Consummate acting, Daggedness,
Age: B0 ASC: - Experienced imp, Invoking Circle |
Height: 4’3" (SIZ - 1) DB -1 & 1. Cruelty, Meanness, Venomous
Weighu: 69 Ibs. HP: 45 blood, Hypocrisy, Grandiloquence,
MOY: 2 MEL: @ Trickster, Nightmares, Mischievous
SWT: 15 demon, Sleepwalking
Attributes CWT: 22 ‘
Flame: 1/3 Combat
Fortune points: 2 Inltiative: 26, rapier €8, crossbow 31
Body: 1/5 Flame powers: none Melee atack: rapler 21
Body bonus: +4 Darkening: 42 Distance attack: crossbow 20
AGLE 12 Perfidy: 52 Melee defénse: rapier 20
PER: 10 L 20
STAR Powers of the Masgue: Distance defense: dodge 10
STR:4 Masquerade, Curtain sorcery
Magical arts
Spirit: 1/3 Skills Vista APT: 20
Spirit bonus: +2 Trials: Weapon (rapler) 6, Wea- Shape APT: 14
INT: & pon (paintbrush) 5. Weapon
WIL: 3 (crossbow) 5, Dodge 5 Opuses:
Rogue: & in every shill All Fall Vista and Taimed Shape. In
Soul: 114 Knowledge: Alphabet: Septen- combat. Egon only uses Torment
Soul bonus: +3 trian 8. Language: Keshite 8, Lan-  and Trompe-Toeil wound. For this
CHA: 8 guage: Kiemenite 8, Language; liest opuis, Egon must touch his oppo-
CRE. 0 Ophidian 4, Season: spring 5 nent with his paintbrush to inflict a
Courtly: Painting 10, Sculpture 8 Serfous wound {with no HP lass).
Occult: Concord 4,
Demonology 6. Shape 3. Vista 9
Weapons Init. At Det. Dam. siz Range
Paintbrush 0 0 -5 special -1 E
Rapier +2 +2 +0 +3(D { -
Spriggan crossbow  +5 o - +4 (1) ?1 L
?mor.— none '
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The fresco from which they entered is a copy of the
e I':t' T"ITEEI one they used in the Widowlands, but they are far from

Iriena’s room. Cold wind enters the room through an

. ’ open window that looks down on a large city hutit at

1“"1‘”0"21‘5 ﬂf fhg uﬂh’ﬂfﬂfy the foot of the tower containing the fresco. A beautiful
palace is erected close to the tower, and the horizon is

divided by crenellated ramparts, It is snowing outside,

and it should be easy for the Troupe to deduce that they

THE CONFRONTATION are far from the Keshire Empire and the Widowlands.

The Inspired are walking along a mountain path lea- | The Inspired are actually in the Princely Communes, in
ding to a grotto that opens into a sumptuously furni- | the Ao Sika of Lae, E'lluhm‘d the Hai Shul building devo-
shed room. Going through, they find themselves back | ted to the Ars.
in the Twilight Realms, More precisely, they are in a small but luxurious reom,

decorated with many works of art. Irs usual occupant

does not seem to be here. Searching the room allows
’ . the Inspired to discover notebooks devoted ro specific
- paintings, and class schedules — they are in a teacher’s
room. One detail may interest the Troupe: a mirror,
idenrical to the one they found in the shed in the Act
e

There are also many letters scattered about. If the Ins-
pired read them (PER + Search against DIF 20, a series
of incomprehensible poems from 4 certain 0" will
catch their attention. In fact, these are coded messages

from Olgreta Savansk (see p. 23), who is

allied to Egon Scampa. On a successful

INT + Intrigue voll against DIF 25, the Ins-
pired will suspect the letters of being encryp-
ted, but they will not be able to penetrare
the code.

The only way our of the room is a door
leading to a staircase that runs down to the
bottom floor of the rower.

Downstairs there is a large artist's studio, full
of easels, articulated wooden lay figures and can-
vases. The spriggan, Egon, is painting on a stool
in the middle of the room. He paints as he

would conduct an orchestra, with momentous
strokes.

He looks up when the Inspired arrive. He
has been waiting for them. As soon as he is off
his stool. he raises his hand and his wooden
mannequins come to life and attack the Ins-
pired! Egon also joins the fight, but if he feels
toa threatened, during the combat, he will ry

to disappear in his cloak (a manifestation of

Curtain Sorcery, see the AGONE rulebook, p. 252),
If he gets away, make sure, Eminence, that ane
day he takes vengeance on the Inspired.

THE TRIAL

The Inspired are arrested by the Won Taidu
(the miliria), who were drawn by the noise of the
combat with Egon Scampa. They barter down the door,
and at least a dozen soldiers enter the room, After asking
them te explain their presence in the tower, they rea-
lize the Inspired are intruders, and throw them in jail.




WOODEN MANNEQUINS

These man-sized wooden manneguins can move
Iike human beings. They are used as models for the
paintér, Egon has dwoken two of them, and they
serve him loyally.

Height: 56" (SIZ 0)
Weight: 216 [bs.

AGL S o
PER: 1

STA: 20

S5TR: 8

DB: +1

HP. a5

MEL: 6

MOV 5

SWT: 31

CWT: 47

Perfidy: 5

Combat:

Initiative: 2

Melee attack: arm 15
Distance attack: -
Melee defense:
Dodge: 10

Distance defense; 5

L
Weapon Imit, Att. Def. Dam.
Woodenarm -4 +1 0 +3(C)
=
Armaor: none
Supportive  The Inspired are...
Sengs
0 Sentenced to death
1 Banished forever and stripped of
their equipment.
il
g Banished forever.
3 Banished for a year.
4 Authorized 10 stay.
5 and morne Welcomed, and they gain free
tuition at the Hal Shul.

They will be judged by the Seng Ido, the council of the
university deans. The Troupe is accused of clandestinely
entering the Hai Shul and assaulring an Eldin (master).
They will be questioned by each member of the coun-
cil before defending themselves in an assembly compo-
sed of Sengs and Eldins. Thereafter, the council will
gather o ponder its sentence.

Each of the seven members of the coundl will ques-
tion them about their presence in the university, about
the way they arrived there and how they know Egon
Scampa. Depending on their answers, they can influence
each Seng's decision. Below is each Seng’s initial opinion
as well as the arguments that can influence them. Indi
cating the difficulty of influencing the Sengs, there is a
(DIF) next to each that can be opposed by Fast talk.
Diplomacy, Eloquence or Intrigue rolls. Moreover, intel
ligent arguments presented by the players can apply
modifiers to the rolls.

«#& Ho Chide, Min Seng (30)

The dean cannot bear the idea that the Inspired got
into the Hai Shul. He is conservative and seems impos-
sible to convince. He trusts Egon and canot imagine
that the spriggan could be a traitor,

o> Drek Mordant, Won Seng (28)

This ogre warrior feels personally offended by the
intrusion of the Inspired into the Hai Shul. However, if
the Inspired mention the threat of the Enemy upon the
Hai Shul, he will be willing to suppart them (-8). Moreo-
ver, Drek is an Inspired. If the Troupe understands this,
and if they confide their Inspiration to him, he will join
their side (-10).

<& Baynd Oshram, Kati Seng (20)

This young Keshite will carefully listen ro the Inspi-
red. He knows Suleidin's Seraglio and if the Inspired
mention it, he will be interested. Negotiating a trade deal
with the seraglio could be extremely profitable, and the
Inspired could provide a connection with the Keshite tra
ders. If he considers this possible (-5), he will end the
conversation thus: *| believe you and 1 will support your
cause before the Seng Ido”, If the Inspired are freed, he
will come to see them again in order to discuss a preli-
minary deal,

¢k Patril Leo, Daeli Seng (22)

This dwarf will be more willing to listen if there are
one or several seasonlings among the Troupe (-4), espe-
cially if they are Winter seasonlings (-6). Furthermore,
if he is convinced thar the Inspired have accomplished
magic or mystical deeds (-4, he will see them as a poten
tial help regarding another problem: Laeghon's crypt
(see p. 19). Parril is a pacifist who will appreciate cha-
racters who do not favor violence (-5), Conversely, he
loathes quarrelsome people (+5).
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ko Anoch Griess, Atu Seng (30) bly goes to deliberate, and returns shortly thereafter to

This satyr, who is master of the artistic Way, will not
support the Inspired for two reasons. First, he hates |
Concordists and the Inspired have arrived through a
Pictureworld. Furthermore, Anoch was one of Egon's
best friends. Egon never told Anoch he was a Concor-
dist and he pretended 1o hate them also, He grieves for
Egon and thus will not help the Inspired

<& Esvam lderitch, Xios Seng (18)

This Eclipsist is particularly interested in the Picture-
world and the dangers it may represent. If the Troupe
included a member of the Cipher-sorcerer (- 4), Esvam
will listen to him or her and could be convinced that
Fgon was a threat ro the Hai Shul. If the Inspired seem
powerful, he will vore for them in order to gain poten-
tial allies.

«& Olgreta Savansk, Qyn Seng (20)

This Princean, whois in charge of the university of
wormen, has an ambiguous role. She was one of Egon's
allies and she wants to know if the Inspired are aware
of their alliance. She will question them about the
spriggan. If the Inspired have seen her poems. they
can try to blackmail her, If the Troupe seems mighty
and incorruptible (+10). she will try te get rid of
them. If the Inspired are freed, she will pretend having
voted for them. But if she thinks she can corrupt
them, she will accept their blackmail (-5). She will
come up with a deal: she asks them to incriminate
the Atu Seng in front of the assembly by telling the
council that the spriggan was only a servant for the
true instigator: Anoch Griess. If the Inspired accept
her deal, they risk Perfidy (WIL roll against DIF 25,
for a 5 Perfidy point increase), but Olgrera will sup-
port them (-10)

THE VERDICT

Once they have met all the Sengs, the Inspired are
brought before the assembly to defend themselves. Unless
the Inspired use radically different arguments, the Sengs |
will not change their decisions at this point. The assem-

read their sentence. The judgment d#pﬁ:nﬂs on the num-
ber of Sengs the Inspired convinced (see the table below).
If they are authorized to stay, they will become Sibas
(foreigners). If they pay tuition they can become Zitos
{students).

The Troupe will then be able to spend their Inspira-
tion points in one of the most prominent universities
of Harmundia.

Inspivation

In order to distribute IP to your Inspired. you should
consider the three acts as three separate scenarios. For
the number of IP 1o award per act, refer to the AGONE
rulebook p. 180. In addition to the IF given to your Ins-
pired based on their actions, here is a reward for their
overall success;

Act 1

Unmasking Galdesh: 3 IP
Getting rid of Luizel: 4 IP

Act Il

Discovering the Iriena/Alfah duality: 5 IP
Finding the Pictureworld: 2 IP
Freeing Scarlerstone; be it by des[m_',rmg or using the
fresco, or by killing Iriena/Alfah: 3 1P
Killing the medusa without having discovered her
secrer; 0 IP

Act 11l

Killing Egon: 5 IP

Being freed by the council: 1 IP per supportive Seng

If your Inspired enroll in the Hai Shul at the end of
the third act, they can spend their IP in Knowledge or
Occule by training with one of the many prestigious
teachers.







he Twilight Realms are home to countless Dullen. In this
chapter, we have made a list of ready-to-play NPCs,
ordered by profession. which you can use to populate
your Dramas, Unlike the PC archetypes in the AGONE
rulebook, these career profiles are for “young” charac-
ters (between 17 and 29 years old). To create older cha-
racters, subtracr 1 point from all Body Attributes and
add 1 point to all Spirit and Soul Attributes. To main-
tain consistency between age and experience, add 1 or
2 additional skills at level 4 or 5, and 1 point to all skills
in the NPC profile,

All these NPCs are human. Changing them into sea-
sonlings is easy: all you have to do is to take the “Racial
attributes table” (AGONE rulebook. p. 101) and perform
the necessary adjustments according to the desired race,
Then, add the seasonling’s special powers and innate
skills.

Skills followed by an asterisk musr have a definite
sphere of influence based on the character’s job and back
ground.

LIST OF NPCS

1. ALDERMAN
2. BEGGAR
3. BRIGAND
4. BURGOMASTER
5. CAPTAIN
6. CHAMBERLAIN
7. CITY DWELLER
8. CRAFTSMAN
9. DOCTOR
10. FENCING MASTER
. 11, HERMIT
g 12. HUNTSMAN

']

Y I3 INNKEEPER
7 1. INTRIGUER
E N 15, KNIGHT
A Qs 15. MERCHANT
17. MESSENGER
: _ 18, PAINTER
. i 18- SAILOR
."‘._ ._'{';. ;: 20. SENESCHAL
R 21, SENTINEL
e i e
:‘..‘_*;fs' : f..: e 23. SOLDIER "
h "l; e o
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CWT. 20
DB: 0

Skills

Knowledge: Alphabei* 5, Lan-
guage* 5, Law* 7

Trials: Ride 2

Courtly: Diplomacy 6, Eloquence 2,
Etiquette 5, Music3, Painting 3. Poe-
iry 3, Stewardship 3, Traditions* 7

Combat: Aldermen never fight.

Armor: none

A magistrate who assists a citys bur-  Spirit:
gomaster. He Isoften one of the INTellipence: 5
pErmanent Court fsSessors, WILL: 5
Height: 5'5" (SIZ = 0) Soul:
Weight: 160 Ths. CHArisma: 5
MOY: 5 CREativity: 2
Attributes Secondary Attributes
Body: y MEL: 4
AG“IIP’ 4 AIM: 4
PERception: 5 ASC: -
STAmina: 4 ART: -
STRength: 4 HE: 41

SWT: 15

BEGGAR

Bepyars ask for charity to live. Most  Soul:
of them belong to the mass of poar CHArisma: |
people who have lelt the country in- CREativity: 2
search of a better life In a big city

Secondary Attributes
Height: 54" ft
Weight: 120 lbs. MEL: 5
MOV 3 AlM: 6

ASC; -
Attributes F ART: -

HP: 38
Body: SWT: 12
AGHHy: 6 CWT: 18
PERception; 6 DE: -1
STAmina: 3
STRength: 3 Skills

Knowledge: Language® 5
Spirit: Trials; Alertness 5. Dodge 5. Sur-
INTelligence: 3 vival 5. Weapons (Brawl) 4
WILL: 5 Courtly: Traditions® 4

Rogue: Conceal 2, Disguise 2,
Search 3, Stealth 3

Combat

Initiative 12, Brawl 8
Melee anach: Brawl| 10
Ranged attack: -

Melee defense
Dodge: 11

Parry: -

Ranged defense: 5

Armor: none

Weapon
Brawl -4

In this age of Twilight, a sense of
uncertainty has set in. Roads are
unsafe and violent armed robbe-
ries have become common.

Height: 57" ft (SIZ 0)
Weight: 150 Ibs.
MOY: 5

Attributes

Body:
AGllity: 6
PERception: 4
STAmina: 6
STRength: 5

Spirit:
INTelligence: 5
WiLl- 4

BRIGAND

Soul:
CHArisma; 3
CREativirg: 2

Secondary Attributes
MEL: 5

AlM: 5

ASC: -

ART.: -

HP: 50

SWT: 16

CWT, 25

DB O

Skills
Trials: Aleriness 5, Athletics 5, Climb

2, Dodge 5. Ride 2. Weapons
(Sword) 6

}‘
%

g * 5 Sirategy S
Courtly: Fast Talk 5, Traditions* 3
Rogue: Conceal 5, Gambling 5,
Search 3. Siealih 3

Combat

Initiative 10, Sword 11
Melee anack: Sword 12
Ranged attach: -«

Melee defense
Dodge: 11

Parry: Sword 12
Ranged defense: 5

Armor: heavy clothes, single jac-
ket (penalty -1, prot 1)

Weapon

Sword  +1 ¥ +1 +4 (/)
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BURGOMASTER

The burgomaster is an urban
notable, often a rich merchant ora
guild master, who advises the rulers
obhisciry. In many respects, he can
be considered a deputy mayor.

Height: 56" ft (S1Z 0)
Weight: 170 Ibs.
MOV: 5

Attributes

Body:
AGllity: 4
PERception: 5
STAmina: 4
STRength: 4

Spirit:
INTelligence: 6
WILL-5

Soul:
CHArisma: 3
CREativity: 3

Secondary Attributes
MEL: 4

AlM. 4

ASC: -

ART- -

HP: 42

SWT: 14

CWT: 21

DB D

Skills
Trials: Alertness 3, Athletics 4,

Dodge 5, Ride 3, Weapons (Foil) 5
Knowledge: Alphaber® 5, Cult* 2,
Language*® 6, Law" 5

Courtly: Diplomacy 5. Eti-
quette 5, Music 2. Traditions=® 7

Combat

Initiative 9, Foil 10
Melee atack: Foll 11
Ranged attack: -
Melee defense
Dodge: o

Parry: Foil 10
Ranged defense: 4

Armor; none

Weapon

Fail +1 +#  +1 +2(0

The captain commands an infan-
try compény, a cavalry regiment,
or a calspult bartery.

Height: 6 (S1Z 0)

Weight: 190 [bs.
MOY: 3

Attributes

Body:
AGHiIy: 6
pEROE-‘pm“'. 3
STAMIng: 6
STRength: 6

Spirit:
INTelligence: 5
WILL: 5

Soul:
CHArisma: 6
“CREativity: 2

Secondary Attributes
MEL: &

AlM: 5

ASC: -

ART: -

HP: 50

SWT: 16

CWT: 25

DB 0

Skills

Enowledge: Alphabet™ 4, Lan-
guage*® 5, Law* 4, Strategy 5
Trials: Alerness 6. Athletics 5,
Dodge 5. Ride 5, Weapons
(Sword) 7. Weapon {one chosen
weapon as professional
specialty) 8

Courtly: Diplomacy 2. Eloguence

-8, Eriquette 2, Traditions® 3

Rogue: Gambling 3, Locksmith 3
Combar

Ini;iuthre; 11, Sweord: 12
Melee attack: Sword 14
Ranged attack: -*

Melee defense
DDd.qE: 5

Parry: Sword 14
Ranged defense: 2

Armor: partial banded mail
(penalty -6, prot 9)

Weapon

Sword 41 +#1  +1 +4(l/5)




CHAMBERLEAIN

The chamberlain lives at court and
knowes quite a lot about whalt's going
on. Usually he is a gentlemnan in
charge of the lord's or king’s room
service. He oversees the servanits
and works dilipently for the host's
will being.

Height: 57" it (312 0)

Weight: 170 [bs. _
MOW: 3

Attributes
Body:

AGllity: 4
PERception: 6

STAmina: 5
STRength: 3

Spirit:
INTelligence: b
WILL: 4

Soul:
CHArisma: 8
CREativity: 3

Secondary Attributes
MEL: 3
AlM: 5
ASC: -
ART: -
HP: 40

SWT'. 13
CWT: 20
DB: -1

Skills

Trials: Aleriness 6, Ride 2
Knowledge: Alphaber™ 5, Lan-
Quage” 6, Law* 3

Courtly: Diplomacy 6. Etiquette &
Music 3, Painting 2. Stewardship 5,
Traditions*® 5

Combat
Chamberlains do not gencrally

fight.

Armor: none

A typical inhabitant of a city,

Height: 557 ft (SI1Z 0)

Weight: 155 Ibs,
MOY: 3

Attributes

Body:
AGllity: 4
PERception: 5
STAmina: 4
STRength: 5

Spirit:
INTelligence: 5
WILL: 5

CITY DWELLER

Soul:
CHArisma: 4
CREatiwite: 4

Secondary Attributes
MEL: 4

AlM: 4

ASC: -

ART: -

HP: 38

SWT: 12

CWT: 19

DB: 0

Skills

Trials: Athletics 2. Dodge 1. Wea-
pons (Brawl 2)

Knowledge: Alphabet* 2, Cult* 4,
Language® 5, Law™ |
‘Courtly: Etquette 1. Traditions® 4

Combat

Initiative 9. Brawl 5
Melee attack: Brawl 7
Ranged attack; -
Melee defense
Dodge: 5

Parmy: -

Ranged defense: 2

Armor; none

Weapon

Bravwl -4 +1 - =3(C)




CRAFTSMAN

The craftsman can be a blacksmith,
a candle-maker, a draper. a gold-
smith, etc. The most successiul
craftsmen are quite rich, and have
four or five apprentices, The poor
ones have anly their families to help
them.

Height: 54" ft (SIZ 0)
Weight: 155 lbs.
MOY: 3

Attributes

Body:
-Iﬁl-GH]EF'. 4
PERception: 6
STAmina: 5
STRength: 6

Spirit:
INTelligence: 4
WILL: 5

Soul:
CHArisma: 5
mfﬂﬂ'ﬂ'i!?: T

Secondary Attributes
MEL: 4

AlM: 5

ASC: -

ART: -

HP: 42

SWT: 14

CWT: 21

DE-o

Skills
Trials: Athletics 3, Dodge 3, Wea-
pons {Brawl 5)

Knowledge: Alphabet* 2 Cult* 2.
Language® 5. Law* 1

Courtly: Craits* 8, Etiguette 2,
Fast Talk 2, Stewardship 2,

Trade g, Traditions* 6

Combat

Imitiative 10, Braw] 6
Melee attach: Brawl 10
Ranged attack: -
Melee defense

Dodge: 7

Parry: -

Ranped defense: 3

Armor: heavy clothes, single jac-
ket (penalty 0. prot. 1)

Weapon

Branel 4 41 - =5(C)

DOCTOR

The docror treats wounds, bumps,
blows and various common
diseases. He practices in town and
country. and is generally respected.

Height: & (SIZ 0)
Weight: 165 [bs.
MOV: 3

Attributes =
Body:

AGIity: 4
PERception: 7
STAmina: 6
STRength: 5

Spirit:
INTelligence: 6
WiLL 5

Soul:
CHArisma: 4
CREativity: 4

Secondary Attributes
MEL: 4

AlM: 5

ASE: -

ART: -

HP: 48

SWIT: 16

CWT: 24

DB: 0

Skills .
Knowledge: Alphabet® 9, Beast
Lore 3. Language® 5, Law* 2,
Medicine 8, Plant Lore 2,
Surgery 3

Courtly: Traditions® 5

Combat
Initiative: 10
Melee delense
Dmﬂ |

Parry: -

Ranged defense: 0

Armor: none




He has devoted his life 1o the abso-
lute mastery of his weapon and has
learned to use it with fearsome
effectiveness.

Height: 617 (3120}
Weight: 180 Ths.
MOV 3

Attributes =

Body:
AGHity: 7
PERception: 6
STAmina: 7
STRength: 7
Spirit:
INTelligence: 5
WILL: 4

Soul:
CHArisma: 4
CREativity: 5

Secondary Attributes
MEL: 7

AIM: 6
ASC: -
ART. -
HP. 55
SWT: 18
CWT a7
DB- +2

Skills

Trials: Alertness 5. Athletics 6,
Dodge 7 [specialty: | parade),
Ride 4. Weapons (Rapier) 8 (spe-
cialty: 1 maneuver)
Knowledge: Alphabei® 5. Lan-
guage*® 5, Medicine 3, Strategy 6

FENCING MASTER

Courtly: Traditions® 5

‘Combat
Initlative 13, Rapler 14

Malee attack: Rapier 17
Ranged attack: -

Melee defense =
Dodge: 12

Parry: Rapier 16
Ranged defense: 6

Armor: leather and metal, partial
{penalty -2, prot. 5)

Weapon

Rapier +2° +2 +1 +3(l)

HERMIT

A hermit lives alone in & deserted
place, usually for spiritual or ethi-
cal reasons (or because he is a leper.
or because he has been exiled by his
lord, etc.).

Height: 53" (SIZ 0)
Weight: 125 Ibs,
MOY: 3

Attributes

Body:
AGHity: 5
PERception: 5
STAmina: 5
STRength: 5

Spirit:
INTelligence: 7
WILL: 7

Soul:
CHArisma: 4
CREativity: 4

Secondary Attributes
MEL: 5

AlM: 5

ASC: -

ART: -

HP: 46

SWT: 15

CWT-23

DB:=1

Skills

Trials: Alertness 3, Athletics 6,
Climb 3. Dodge 3, First Aid 5. Sur-
vival 5

Enowledge: Astronomy 6, Beast
Lare 5, Language* 3, Medicine 5,
Plant Lore 5, Seasons 5

Combat -

Most hermits would rather die than
engage an engmy.

Armor: none




HUNTSMAN

The huntsman 15 the officer in
charge of the prince’s venery. He
manages all activities related 1o
hunting with hounds,

Height: & (SIZ 0)
Weight: 150 Ibs.
MOY: 3

Attributes

Body:
AGHity: 6
PERception: &
STAmina: 5
mﬂl’uﬂh: 3
Spirit:

INTelligence: 4
WL 4

Soul
CHAr=ma: 3
CREativity: 2

Secondary Attributes
MEL: 5

AlM: 6

ASC: -

ART: -

HP: 48

SWT: 16

CWT: 24

DB 0

Skills

Trials: Alertness 5. Athletics 4,
Dodge 5, Ride 7, Weapons (Cutlass) 6
Knowledge: Alphabet® 5. Asiro-
nomy 4, Beast Lore 5, Geography 3,
Language* 5, Law* 3

Courtly: Etiquette 8. Stewardship 5.
Traditions* 5
Rogue: Conceal 5. Hunt 6

Combat

Initiative 12, Cullass |12
Melee attack: Cutlass 12
Ranged attack: -
h‘lﬂlﬂedﬂt& TEE &
Dadge: 10

Parry: Cutlass 11
Ranged defense: 5

Armor: leather, partial (penalty -1,
prot, 5)

Weapon

Cutlass- 0 Y | 0 +2 (l/5)

The innkeeper runs an inn— a house
or a simple little hotel - where one
can find & hot meal and accom-
modations, provided ong has cash.

Height: 6" (SIZ 0)
Weight: 190 [bs.
MOY: 3

Attributes

Body:
AGTHIy- 4
PERception: 4
STAmina: 6
STRength: 6

Spirit:
INTelligence: 4
WILL: 3

Souk:
CHArisma: 2
CREativity: 2

Secondary Attributes
MEL: 5

AlM: 34

ASC: -

ART: -

HP: 53

SWT: 17

CWT: 26

DB: 0

Skills

Trials: Aleriness 4, Athletics S,
Dodge 5. Weapons (Brawl) 5
Knowledge: Alphabet* 2, Lan-
guage® 5, Law™ 4

Courtly: Diplomacy 2, Fast Talk 2,
Stewardship 3, Trade 2, Traditions* 5

Combat

[nitiative &, Brawl 4
Melee attack: Brawl 11
Ranged attack; -
Melee defense
Dodge: @

pﬁl’!‘f‘; =

Ranged defense: 4

Armor; heavy clothes, single jac-
ket {penalty 0, prot 1)

Weapon
Broe] -4

+1 =

-3{(C)




INTRIGUER

In every colurt. one can encounter
schemers grasping at any scrap of
power within reach. The intriguer is
one of them.

Height: & (51Z 0)
Weight: 170 [bs.
MOV 5

Attributes

Body:
AGHity: 5
PERcepion: 6
STAmina: 4
STRength: 4

Spirit:
INTelligence: 5
WILE 5

Soul:
CHArisma: 6
CREativity: 3

Secondary Attributes
MEL: 4

AlM: 5

ASC: -

ART: -

HPp: 40

SWT: 13

CWT-20

DB: 0

Skills

Trials: Aleriness 2, Dodge 2,
Ride 5, Weapons (Rapier) 3
Knowledge: Alphabet* 5, Lan-
guage* 5, Law* 2

Courtly: Diplomacy 2, Eloguence
2, Edguertte 2, Fast Talk 2, Tradi-
Hons® 5

Rogue: Disguise 3. [nirigue 6,
Search 5, Stealth 5

Combat

Initiative 11, Rapier 13
Melee sitack: Rapier o
Rﬂ-ﬂﬂl’ﬂj attack: -
Melee defense

I}Dﬁqﬂ: T

Parry: Rapier 8
Ranged defense: 3

Armor: heavy clothes, single |ac-
ket (penalty O, prot, 1)

Weapon

Rapier +2 42 41 +3{))

A bnight is a mounted warrior who
wears plate armor and rides a
warhorse. Most knights are also leu-
dal Tords, owning a fief.

Height: 63" (SIZ 0)
Weight: 900 Ibs.
MOY: 3

Attributes g
Body:
PERception: 5
STAmina: 7
STRength: 7

Spirit:
INTelligence: 4
WILE: 4

Soul:
CHArisma: 5
CREativity: 2

Secondary Attributes
MEL: 6

AlM: 5

ASC: -

ART: -

HP: 55

SWT: 18

CWT: 27

DB +1

Skills

Trials: Alertness 5. Athletics 5,
Dodge 6, Ride 6, Weapons
{Separd) 3, Weapans (Shield) 6, Wes-
pons (Lance) 5

Knowledge: Alphabei* 4. Lan-
guage™ 5, Law™ 3, Strategy 3
Courtly: Etiquene 2, Traditions® 4

Combat

Initiative 11, Lance 17, Sword 15,
Shield 8

Melee attach: Sword 14, Shield 12,
Lance 11~

Ranged attack: -

ﬂ[ciee defense

=0
Parry: Sword 14, Shield 16, Lance 9
Ranged defense: 0

Armor: plate, complete (penalty -
14, prod. 14)

Weapon (s) -

Sword +1 1 +1 +4(l/5)
Lance +£ 0 g 47
Shield 30 +4 +1{C)

Mount: Horse

Artributes

AGLS, PER 7. STR 12, 5TA 12 MEL
7.ASC - ART -, 512 +1, MOV 5, MD
+10, HP 82, SWT 27, CWT 41.

Skills
Athletics 7
Weapon: hoof (kick) 3




MERCHANT

A peaceful trader who worksin a
shop, (To create a caravaneer.
increase the Ride and Steward-
ship skills. Give him Diplomacy 4
and one or bwo other languages at
level 4.)

Height: 54" (51 0)

Weight: 155 Ths.

MOWV:-3

Attributes

Body:
AGllity: 4
PERception: 5
STAmina: 3
STRength: 4

Spirit:
INTelligence: 6
WILL 5

Soul:
CHArisma: 6
CRE-EHVIW' 4

Secondary Attributes
MEL: 4

AIM: 4

ASC: -

ART: -

HP: 38

SWT 13

CWT: 19

DE:o

Skills

Weapon
Trials: Dodge 1, Ride 2, Weapons  Brawl 4

{Brawl 3)

Knowledge: Alphabet* 3, Lan-
Quage” 5. Law* 2

Courtly: Fast Talk 5. Stewardship
6, Trade 6. Traditions® 5

Combat

Initiative 9, Brawl 5
Melee attack: Brawl 8
Ranged attack: -
Melee defense
Dodge: 5

Parry: -

Ranged defense: 2

Armor: none

-5 {C)

ST 8 5 R g, L~

Messengers safely deliver missives
and dispatches. They must be fast
and close-mouthed, All major ins-
titutions in Harmundia (the nobi-
lity. the Cipher-sorcerer, city
councils and trade guilds) employ
messengers,

Helght: 557 (S1Z20)
Weight: 150 hs,
MOV 5

Attributes

B’Ud}":

AGHy: 6
PERception: 4
STAmiina: 7
STRength: 4

Spirit:
INTelligence: 3
WILL 5

Soul:
CHArisma: 2
CREativity: 2

Secondary Attributes
MEL: 5

AlM: 5

ASC: -

ART: -

HP: 54

SWT: 18

CWT: 27

DB 0

Skills .

Trials: Alertness 4. Athletics 5,

Ride 7. Weapons (Cutlass) s
Knowledge: Alphabet* 5, Astro-
nomy 4, Geography 6, Language®
5, Law* @

Courtly: Traditions® 5

Combat

Initiative 10, Cutlass 11
Melee attack: Brawl 11
Ranged attack: -
Melee defense

Dodge: 11

Parry: Cutlass 10
Ranged delense: 5

Armor: leather. single jacker
(penalty -1, prot. 5)

Weapon

Cutlass 0 +1 +0 +2 {15




PAINTER

The painter practices the art of pain-
ting {not the Magical An of Vistal), He
spends most of his ime searching for
a rich patron who could offer him
employment for life. In the meantime,
he paints portraits of nobles and bour-
Pe0is, or great frescoes for rich insti-
tutions, A few have architectural or
enginezring skills, and compete for
clients with the dw, pof the Square,
Heighrt: 56" (SIZ

Weight: 165 [bs.

MOV 5

Antributes
Body:

AGHity: 6
PERception: 6
STAmina: 4
STRength: 4

Spirit:
INTelligence: 5
WILE 4

Soul:
CHArsma: 5
CREativity: 7

MEL: 5
AlM: 6
ASC: -
ART -
HP: 41
SWT: 13
CWT-20
DB: o

Skills
Trials: Athletics 2, Dodge 1, Wea-
pons (Brawl) 2

Enowledge: Alphabet* 5, Lan-
quage* 5

‘Courtly: Etiquette 5, Music 4, Pain-
ting 7, Poetry 3, Traditons® 3

Cgmbl.t

Initiative 12, Braw] 8
Melee attack: Brawl 8
Ranged attack: -4
Melee defense
Dodge: 7

Parry: -

Ranged defense. 3

Armor: heavy clothes. single jac-
ket (penalty 0, prot. 1)

Weapon

Brawl -4 +1 - -3(C)

This sailor is more a pirate than a
fisherman. He or she will feel al
home in Buccaneer Haven.

Height: 56" (SIZ 0)
Weight: 170 Ibs.
MOY: 3

Attributes
Body:
AGHty: &
PERception: 4
STAmina: 6
STRength: 6
Spirit:

INTelligence; 4
WILI: 4

Soul:
CHArisma: 2
CREativity: 2

Secondary Attributes
MEL f

AIM: 5

ASC: -

ART: -

HP: 48

SWT: 16

CWT: 24

DB:.0

Shills
Trials: Athletics 3, Climb 5, Dodge 5,
Swrim 7, Wedpons (Saber 5)

SAILOR

Knowledge: Astronomy 35, Lan-
guage* 5, Navigation 8

Courtly: Fast Talk 4, Traditions* 5
Rogue: Acrobatics 4. Gambling 4

Combat

Initiative 10, Saber'11
Melee attack: Saber 12
Ranged attack: -
Melee defense

Dodge: 11

Parry: Saber 12
Ranged defense: 5

Armor: nones

Weapon

Saber: +1  #1 +1 =4 (li5)




SENESCHAL

Aseneschal manages the house, the
business and the possessions of a
wealthy person or institution.

Helght: 56" (SIZ 0)
Weight: 160 [bs.
MOY: 3

Attributes
Body:
AGIity: 4
PERcepticn: 6
STAmina: 5
STRength: 4

Spirit:
[NTelligence: 5
WILE 5

Soul:
CHArisma: 5
“CREativity: |

Secondary Artributes
MEL: 4

AIM: 5

ASC: -

ART: -

HP: 46

SWT: 15

CWl: 23

DB 0

Shilis

Trials: Dodge 2, Ride 5, Weapons
(Foil) 3

‘Knowledge: Alphabet* 5, Lan-
Quage* 5, Law* 5
Courtly: Stevwardship 7, Traditions™ 5

Combat

[quaﬁw.- 10, Foil 11
Melee attack: Foil 2
Ranged attach: -
Melee defense o
Dodlge: 6

Parry: Foll 8
Eﬂn‘eﬂd detense: 3

Armor: heavy clothes. single jac-
Bét (penalty O prow 1)

Weapon

Foll 42 42 41 4301

SENTINEL

Palaces and other important buil-
dings must have sentinels on guard
duty. Depending on the current poli-
tical conditions, they will either be in
ceremaonial uniforms (nice and shing,
but cumbersome) ar in battle dress.

Height: 56" (SIZ 0)
Weight: 175 [hs,
MOV: 3

il

Attributes

Body:
AGllity: 5
PERception: 6
STAmina: 5
STRength: 5

Spirit:
INTelligence: 2
WiLL: 5

Soul:
CHArisma: 3
CREativity: 3

Secondary Attributes
MEL: 5

AlM: 5

ASC: -

ART: -

HP: 50

SWT. 16

CWT. 25

DB: o

Skills

Trials: Aleriness 5, Athletics 5.
Dodge 3. Ride 5, Weapons (Bow) 5,
Weapon (Lance) 5

Enowledge: Language* 5, Law™ |
Courtly: Traditions® 2

Inltiative 11, Bow 15; Lance 15

Combat

Melee attack: Lance 10
Ranged attack: Bow 10
Meles defense
Dogdge: 6
Parry: Lance 8
Ranged defense: 5

v

Armor: leather and metl, partial
{penalty -2, prot. 5)

Weapons
Bow +4 o -
{range 80 yds.}

Lance+4 Q@ -}

+7(D

+4 (I}




SERVANT

Servants are found everswhere,  Spirit: Skills
from the poorest village inn tothe  INTelligence: 3 Trials: Athletics 2, Dodge 2, Wea-
king’s palace. The servants of agreat 'WILIL: 3 pons (Brawl 4)
lord can live as well as wealthy Knowledge: Language® 5
bourgeais. Others live shoddier lives  Soul: Courtly: Etiquette 5, Stewardship
than peasants. CHArisma: 3 3, Iraditions™ 5

CREativity: 3 Rogue: Stealth 5. Search 2
Height: 55" (512 0) -
Weilght: 155 Ibs, Secondary Attributes Combat .
MOY. 3 i MEL: 4 Initiative 0, Brawl 5

AlM: 4 Melee attack: Brawl 9.
Attributes ASC: - Ranged attack: -

ART: - Melee defense
Body: HP. 30 Dodge:- 7
AGllity: 5 SWT:13 Parry: -
PERception: 4 CWT: 19 Ranged defense: 3
STAmina: 4 DB 0
STRength: 4 Armor: none

Weapon
Brawl i +1 - =3(C)

There are three kinds of soldiers: draf-  PERception: 5 Skills
tees, volunteers and mercenaries. Most  STAmina: 5 Trials: Alertness 2, Athletics 5,
drafiees must foliow their flege towar,  STRength: 6 Dodge 3, Ride 3, Weapons (Ham-
bt desperately want 1o be elsewhere, mer} 5. Weapon (Shield) 5
Volumeers are full of enthusiasm, but Spirit: Knowledge: Language® 4, Law 1
not very skilliul. Mercenaries are pro-  INTelligence: 2 Courtly: Traditions* 4
fesslonal soldiers, and are generally  'WILL 4 Rogue: Gambling 2
highty skilled. The profile below Is for |
o volunteer with one or teo years of  — Soul: Combat .
experience, For a draftee, lower the  CHArisma: 3 Initiative 10, Hamrmer 10, Shield 7
weapon skills 1o 3or 4. To creste a  CREativity: 3 Melee attack: Hammer 11, Shield 10
mercenary, give him Alertness 4. Ranged attack: -
Dodge 3, Ride 6-7, a meles weapon  Secondary Attributes Melee defense
skill of 7. and Bow or Crossbow at 4. MEL- 5 Dodge: 2

AIM: 5 Parry: Hammer 9, Shield 14
Height: 56" (51Z 0) ASC: - Ranged defense: |
Weight: 175 bs. ART: -
MOYV: 5 HP; 40 Armor: banded mail. partial

SWT: 1 {penalty -6, prot. 9)
Artributes CWT: 24 Weapon (s)
Body: DB:. Q.+ Hammer @ +1 1 +4{C)
AGIEy: 5 Shield -3 0 « 00




Congealed in the shadows, he
walches the moves of the mighty
and powerful, and reports them to
his master.

Height: 5'6" (SIZ0)
Weight: 155 Ibs,
MOW: 3

Attributes

Body: ey
AGllity; 6
PERception: 5
STAming: 4
STRength: 4

Spirit:
INTelligence: 5
WILL 3

CHArisma: 1
CREativity: |

Secondary Attributes
MEL: 5

AlM: 5

ASC. -

ART: -

HP; 39

SWT: 13

CWT- 19

DB: 0

Skills

Trials: Aleriness 5, Athletics 4, Climb 3,
Dodge 2, Ride 4, Weapons (Dagger 5
Knowledge: Alphabet 5, Language* 5
Courtly: Traditions® 4

Rogue: Disguise 5. Intrigue 2,
Search 5, Stealth 7

Combat

Tivitiative | 1. Dagger 11
Melee attack: Dagger 12
Ranged attack: -

Melee defense
Dodge: 8 a
Parry: Dagger 10
Ranged defense: 4

Armor: heavy clothes, single jac-
ket (penalty ©, prot. 1)

Weapon

Dagger G +2 0 +1(D

VICAR

In most parts oF the Twillght Realms, o
vicar {or deacon) is the assistant 108
priest. They have relighous duties; but
can wark another [ob as the side. Not
o be confused with the vicars of the
Liturgical Province, who are full-fledged
priests with significant secular authority,
Height: 5'5° ft {(51Z 0}

Weight: 150 Ibs,

MOY: 3

Attributes

Body:

AGllity: 4

PERception: 5

STAmina: 4

STRength: 4

Spirit:
INTelligence: 6
WILL 5

Soul:
CHArisma: 3
CREativity: 5

Secondary Attributes
MEL: 4

AlM: 4

ASC: -

ART: -

HP: 40

SWT 13

CWT: 20

DB: 0

Skills

Trials: Ride 4

Occuli: Cipher-Sorcery 2
Knowledge: Alphabet* 5, Culi* 7,
Language® & Law® 6

Courtly: Elogquence 5. Etiquette 5,
Poetry 5, Stewardship 4, Tradi-
tions* &

Combat

This is not the kind of job in which
one finds ferocious warriors... or
warriors of any sort,

Armor: none




RULEBOOK
An epic role-playing game
in the Twilight Realms

GAMEMASTER SCREEN + MAP
OF THE TWILIGHT REALMS

A four-panel screen and

a beautiful, full-color,

map of Harmundia.

KING OF SPRING

A ready-ro-play Drama

for a Troupe of four to six
Inspired.

With the coming of winter, all doors
and shurters in Gloom
wind are locked right.
The inhabitants live
alone with their fear, as their baron
suffers trom his curse. The pall of
death has fallen upon the Barony
of Melif once again.

As the Troupe goes o the
assistance of the Baron of
Melif, the Inspired attract
the artenrion of unexpec

ted enemies. War is at their gates. The Legions of the
Seasons begin to confront one another openly, and
to target the members of the Troupe

What did the Inspired do?
Are they victiims of someone’s sinfster machinations?
Or of destiny itself?

5 SOON

THE GRIMOIRE, VOL. 1:
THE MAGICAL ARTS
& ASCENDANCY (november "01)

This guide contains all the
nEcessary information lor the
players to perfect their know-
ledge and interpretation of
miges of the Cipher-sorce
rer and of all rypes of Concor-
dists. It also presents o the
gamemaster addinional infor
marion on the namre of Har-
mundia, the Square and the
Cipher-sorcerer

Within the pages of this sourcebook, you will disco
ver all the secrets of the mages, new spells and opuses
as well as the arcana of {ﬁrmgr.splw. and even new
occult practices for the experienced Inspired

THE BESTIARY (december ‘01)

. This sourcebook
K presents the fauna
ol il the flora of Har

l mundia. the crea-
tures thar inspire
fear and wonder in
the Twilight Realms
Animals. plants, Pro
digies and other
unknown servants
of the Masque are
detailed here

This sourcebook

also contains ani

mal trainimg and plant lorve rules, as well as

new ready-to-play archetypes and a long sce

nario that will lead the Troupe on the tracks ol
the Fhoenix in the Desert of Keshe
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New intrigues abound!

Twin medusae rule together over the land of Scarletstone,
yet they are mortal enemies ...
Suleidin’s caravan relentlessly hunts Phoenix Flames
across the desert of Keshe...

Holy Post is threatened by the menacing shadow of the Liturgicals...
And who will stand in the way of the Lyphanian Horde?
Explore ten unique Domains, from Lightning-Dragon Crest
to the Barony of Arboline. In these exotic locales, players can find
many new manifestations of the Masque, and perhaps even
a little hope in their ongoing battle.

Domains are like mortals, they come to life, they
struggle from day to day, and eventually they die.

The Domains of Harmundia

have traveled throughout Harmundia. Herein are detailed a wide variety

of Domains: baronies, schools of war, a caravan and even a simple haven.
Explore their histories, points of interest, important personalities and the secret
plots that threaten to destroy them.

These are ready-to-play lands, ideal for adventurous jaunts or long-term
campaigns. Best of all, for each place you will find unique assets and faults to help
you create a detailed background for your players’ Troupe that is completely
interwoven with the storyline!

The Gray Papers includes Domain creation and management rules. This
sourcebook also contains descriptions of numerous occupations that can be found
throughout Harmundia. Finally, a lengthy Drama will lead your Inspired through
three different Domains that are mysteriously connected...

T he Gray Papers contains secret reports from the eminences grise, who

The shadowy path into the Domains and intrigues
of the Twilight Realms begins here...
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